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TWO COPS ■ BOW l ETHAl 


A multi-level shoot 'em up based on aspects of all 
three LETHAL WEAPON movies. You can choose 
to be either one of the two high fire-power cops... 
each having his individual strengths - and 
weaknesses! There are many missions to 
complete including the rescue of a kidnapped 
girl, the pursuit and arrest of drugs runners, 
finding and arresting a police murderer, 
plus many more. You choose the level to suit your 
1 3 lias objectives within the 
' i game-play. 

, iHi ITS MEAH, FAST 

AMD... LETHAL! 


LETHAL WEAPON, LETHAL WEAPON 2 , and LETHAL WEAPON 3 names, 
characters and all related indicia are trademarks of Warner Bros. Inc. 

TM & © 1992 Warner Bros. Inc. All Rights Reserved. 
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STRE1TFK2HTER 1 ......25 

All you ever wanted to know but were too afraid to ask 
about the ultimate coin-op conversion in our massive 
Work In Progress Special. 


14 NEWS 

Ooh, what a rush! WWF2 revealed, 
and this time it's set in Europe! 
PLUS spend a night on the tiles 
with Scrabble and much more! 
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49 REVIEWS 

The full list of all the games we've 
covered this month is over to the 
far right. Get stuck in! 


84 TRAIN WITH THE 
S.A.S.! 

Right, you 'orrible little men! Fall in 
and enter this great Fireforce 
compo to win a weekend training 
with S.A.S. hardnuts! 


89 KILL ZONE 

Eye of the Beholder 2, The 
Addams Family, Hook and 
countless others are all tipped into 
oblivion. PLUS! Doctor David 
Upchurch's surgery re-opens! 


21 LETTERS 

Yet more semi-coherent rantings 
from our ever-beloved readers. It's 
like grammar was never invented! 


25 WORK IN 
PROGRESS 

Yet more first-time-ever looks at 
games in dvelopment. This month 
there's US Gold's much-awaited 
Streetfighter 2, MicroProse's 
superb Gunship 2000, Core's fanta¬ 
sy RPG Darkmere and EA's Desert 
Strike. 


41 THE ONE ON ONE 

Sensible Software let their hair 
down as they have a chat to us 
about Sensible Soccer VI.1 and 
Cannonfodder, plus all matters 
Amiga gaming. 


mcifc g 

Can you believe it? The Chaos 
Engine, Lionheart and FIVE Pub¬ 
lic Domain games!!! Are we just 
totally mad or what? 
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ROAD 

RASH_59 

Electronic Arts' latest Megadrive- 
to-Amiga conversion is a ripping 
road racer where your aim is not 
only to beat the other racers, it's 
also to beat them up! 




86 SUBSCRIPTIONS 

Can't be bothered to leave the 
house? Then have The One deliv¬ 
ered direct to your door for a 
whole year! And get a free game 
into the bargain! 

102 THE DIARY OF A 
GAME 

Part four of our EXCLUSIVE seriali¬ 
sation of Andrew Braybrook's latest 
blockbuster-in-development Uridi- 
um 2. It's 2 good 2 miss! 

107 PD ZONE 

Power to the people! We delve 
once more into the ever-burgeon¬ 
ing network of free games. 



GAMES FEATURED IN THIS ISSUE 


THE ADDAMS FAMILY TIPS 




ASSASSIN 




CREATURES 


111 CHEAPOS 

A bumper FIVE PAGE special this 
month, rounding up the best 
buys this month for all you 
tightwads. 

121 PREVIEWS 

Gary Whitta lifts the lid off 
another bunch of software pot¬ 
boilers, coming your way real 

soon... 

125 GAMES INDEX 

All human life is here. You name 
it's it's in - the full rundown on just 
about every Amiga game released 
iin the last year. How do we do it? 


DARKAAERE.32 

After so many years languishing 
in the ‘Where are they now?' file 
isometric-3D games are back - 
and with a vengeance. Core 
Design's latest is leading the 
attack... 




THE LEGEND OF 
KYRANDIA_76 

EXCLUSIVE! The first ever review of 
Virgin's Monkey Island 2 beater! We 
don't mess about, you know. 



CURSE OF ENCHANTIA 


REVIEW 


PREVIEW 


REVIEW 


DARKMERE 


DESERT STRIKE 


DOODLE BUG 


REVIEW 


EYE OF THE BEHOLDER 2 TIPS 


F-19 STEALTHFIGHTER 


GUNSHIP 2000 


HISTORYLINE 1914-1918 


HOOK 
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NICK FALDO S GOLF 


PALADIN 2 


REVIEW 
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PINBALL FANTASIES 


REACH FOR THE SKIES 


ROAD RASH 


ROME A.D.92 


SABRE TEAM 


SHAD0W0RLDS 


REVIEW 
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THE SIMPSONS 


STREETFIGHTER 2 
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SUPER MONACO GP 


TERMINATOR 2 


TRIVIAL PURSUITS 


iliW 


WIP 


CHEAPOS 


CHEAPOS 


CHEAPOS 


UNIVERSAL MONSTERS 


WING COMMANDER 
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FLY TO THE HOTTEST SKIES 
INTHE MIDDLE EAST... 


We've spent a year, ensuring that both "Desert Strike™" 
and "Road Rash™" come to you with all the enhanced 
graphics and sound quality that you've rightly come to expect 
from your Amiga. 

The Middle East's looniest dictator is about to nuke 
anyone who stands in the way of his mad ambitions. 

A desperate US President turns to you to undertake a 
covert mission piloting a heavily armed Apache helicopter. 
fa From a 3 M top-down perspective, you'll be taking off on 27 
different missions including; rescuing MIA's, defending 
oilfields and taking out SCUD missile launchers. 
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All a million miles from the uncontrolled mayhem of 
"Road Rash", a scorchingly fast biker race across America 
with no holds barred. 

Punch, kick and club your way to the prize-money and 
upgrade your bike to an ever more frighteningly fast 
machine, like the terrifying Diablo 1000. 

The other competitors are not the only danger as you 


Available on Amiga 
and Sega™ Mega Drive™. 


speed along five of America's most lethal highways. Hard- 
nosed cops, oncoming traffic, oil-slicks, even wandering 
cattle and deer. 

Whether you yearn for the undying gratitude of the 
entire Western World or the grudging respect of Helldog 
the club wielding gypsy biker, these two fun-packed hits 
are at last yours. 



Electronic Arts, 90 Heron Drive, Langley, Berks SL3 8XP Tel: 0753 549442 Fax: 0753 546672. 


Sega and MegaDrive are Trademarks of Sega Enterprises Ltd. 



























THE CHAOS ENGINE 

Renegade (1Mb only) 



The Bitmap Brothers have been 
awfully quiet recently. The reason? 
Why, they've been hunched over 
their keyboards for the past two 
years beavering away on The Chaos 
Engine, a game which will, they 
hope, send them to the top of the 
software charts yet again. On offer 
for you this month is a complete and 
fully-playable level from the Bros' 
latest which should keep you well 


satisfied until the game is released 
in the near future. 

PLAYING THE DEMO 

The demo will load and launch into a 
rolling-demo showing off some of 
the pretty character selection screen 
graphics if you leave it alone. How¬ 
ever, tapping FIRE or ESCAPE will pre¬ 
sent you with the options screen. 
One or two players can participate in 
the action and once this decision has 
been made it's into the game prop¬ 
er. If you have opted for the one- 
player game, you'll notice that the 
other character is computer con¬ 
trolled so either way you'll be play¬ 
ing with a colleague. 

The characters are moved in the 
usual way (for the thick that means 


moving the joystick in the directions 
you want him to travel) and pressing 
FIRE will, er, fire your weapon. The 
object of this level is to turn on all 
three nodes (the grey pillars) which 
in turn will open the exit. Nodes are 
activated by shooting them (which 
will make them illuminate) and a com¬ 
puter voice will confirm your actions. 

There are a number of special 
weapon tokens which can be col¬ 
lected by either player and will affect 
both players differently. Both players 
have different special abilities which 
can be used at any time during the 
game. Player One (the Brigand) can 
produce a spectacular shot-burst 
effect which should wipe out most 
enemies on the screen. Player Two 
(the Gentleman) has the ability to call 
up a map of the surrounding area. 
These special powers are activated by 
holding down the FIRE button, and 
the number of times you can do this 
is shown on the panel at the bottom 
of the screen which will deplete 


every time you operate your ability. 
Collecting the little black bottles scat¬ 
tered around the landscape will 
increase the number of times you 
can perform your special trick. 

There are also keys dotted around 
the landscape. Silver keys are vital to 
progression and must be collected to 
open other parts of the level. The gold 
keys, however, open secret rooms and 
bonus sections which contain a num¬ 
ber of collectables. If you do become 
stuck, though, you can try shooting at 
the rocks and pillars as this can some¬ 
times open up other areas. 

The 'Ying-Yang' tokens store the 
party's status when they are collect¬ 
ed. When both party members die 
they are restored to where the last 
token was picked-up. If one player 
dies he must wait until the next token 
is found before he can resume play. 

So there you have it, an entire 
level packed full with features and 
effects. The final version will contain 
a choice of six characters, each with 
their own advantages and disadvan¬ 
tages and, of course, a load more lev¬ 
els to blast and puzzle your way 
through. Can you wait? 
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The plane behaves exactly like a 
real machine - if you point yourself 
vertically up you'll stall before too 
long. If this does happens you'll need 
to point the nose at the ground and 
push UP to build up your accelera¬ 
tion again and just before you hit the 
ground, move the joystick LEFT or 
RIGHT depending on which way you 
wish to fly. If you've performed all 
those actions correctly you should 
find yourself flying peacefully once 
again. It's all easier to do than it is to 
explain but by now you should get 
the idea and before too long you'll 
be looping and soaring amongst the 
clouds with the best of them. 


TANK 


ATTACK 


(1Mb only) 

Here's some frantic two-player action 
based loosely on the old Atari VCS 
Combat cartridge. The object of the 
game is, quite simply, to blast your 
opponent before he blasts you. Move¬ 
ment is achieved by moving the joy¬ 
stick in the direction you wish to trav¬ 
el and blasting by pressing the FIRE 
button. The various walls can be used 
as hiding places or, more sneakily, for 
rebounding bullets off of. At first you'll 
be able to fire a large number of bul¬ 
lets at one time but as the game pro¬ 
gresses your gun will take time to 
replenish so it's often best to leave a 
short time between firing sessions. The 
energy of each player is displayed at 
the top of the screen and when a tank 
reaches 0 % it explodes. 

During the game a number of 
special tokens will pop up which 


LOADING YOUR DISKS 

(1) Both disks contain some of the 
highest quality software ever to 
appear on a coverdisk so choos¬ 
ing between them is going to be 
difficult. You could either toss a 
coin, mix them about or just pick 
one out of a bag or something 
but, believe us, there's going to 
be a lot of hard decision making 
before you choose which disk to 
play first. 

(2) Insert the selected disk into 
the drive slot on your Amiga. 

(3) Turn on your Amiga. 

(4) A menu will appear from 
which selection is made by press¬ 
ing the appropriate function key 
or clicking on the name with the 
mouse pointer. 

(5) When you've finished playing 
your way through both the disks 
it'd probably be best if you have 
a shower or - at the very least - a 
wash, because four weeks of solid 
gaming really will make you 
sweat. 

ATTENTION A600HD OWNERS! 

Due to the extreme amount of 
memory required by the Lion- 
heart demo, you may experience 
a few problems loading it straight 
from the boot menu. 

If Lionheart fails to load, turn 
off your computer (but leave the 
disk in the drive) and reboot 
whilst holding down BOTH mouse 
buttons. A menu should appear - 
click on the 'Advanced Options...' 
icon at the bottom of the screen. 
A new screen should appear list¬ 
ing all the drives. Click on the 
'Enabled' icons (they should now 
read 'Disabled') next to all the 
drive names EXCEPT DFO's. Now 
click on the 'USE' icon and then on 
the 'DFO' icon. Finally insert your 
disk and everything should be 
dandy. If you make a mistake just 
reset the machine and try again. 

Sorry about the hassle but we 
think you'll agree it's worth it. 


FLAG 

CATCHER 

(1Mb only) 

Described by Dave Upchurch as "well 
worth a look" in last month's PD 
Zone, we've included it on the disk so 
that you can do just that. The object 
of the game is to find the flag before 
you run out of 'moves'. The fewer 
moves you take to find the flag the 
more bonus points you get at the end 
of the level. Move the cursor around 
the screen using the joystick and 
press FIRE when you've decided on a 
square to try. One of the following 
five things should now appear: 

• A flag - hooray! If this happens then 
the level is complete and you'll move 
on to the next, tougher screen. 

• A bonus square which will give you 
extra points or moves. 

• An arrow indicating that the flag is 
somewhere in that direction, 
although not necessarily on the 
same 'line' as the arrow. 

• A number meaning that the flag is 
that many squares away, moving 
horizontally and/or vertically 

• A bomb causing the screen to clear, 
losing all the clues that you'd previ¬ 
ously built up. 

Every time you select a square your 
'moves' will be depleted and if you 
run out then the game is over. Before 
each level you'll be shown a screen 
depicting the amount of each of the 
five different squares on the next 
level so that you'll know exactly what 
hazards you're up against. Enjoy! 


This is a fantastic little game that is 
bound to keep you entertained for 
years, if not decades. It's an air com¬ 
bat game and the basic idea is to 
obtain fifteen points before your 
opponent does by. Points are 
achieved by either shooting the bal¬ 
loons that drift gracefully up from 
the middle of the screen or by down¬ 
ing the opposing biplane. 

When the game first loads you 
will be presented with a set of 
options which are selected by mov¬ 
ing the joystick left or right. You can 
play against a friend or the comput¬ 
er (and if you choose the computer 
there is a choice of difficulty levels), 
automatic acceleration and fake or 
real stereo (whatever that may be). 
Once these have been set it's off to 
the battleground. 

The first thing you need to do 
before you can perform any gravity- 
defying acrobatics is accelerate to a 
certain speed fast enough to allow 
take-off. If you've chosen automatic 
acceleration just push the joystick UP 
to start the run-up. If you're on man¬ 
ual acceleration you'll need to hold 
the joystick UP at all times. Leaving 
the ground is as simple as, er, flying 
a plane. Just move the joystick LEFT 
or RIGHT, depending on which way 
you wish to rotate the plane and 
Bob's your uncle - you should then be 
in the skies. If you haven't reached a 
successful speed you'll find yourself 
desperately clinging to the air before 
crashing and it'll be a point to your 
opponent. You can shoot a maximum 
of two bullets at a time by pressing 
the FIRE button. 


After the three disk bonanza that was October we've returned to 
the usual two but they're both packed full with excellent demos 
and Public Domain software. We're committed to bringing you the 
best value for money that Amiga Games Mags can offer - why pay 
for a measly one disk when you can have an infinitely better time 
with two. Simon Byron guides you through the wonders of this 
month's selection 










V E 


R D I S K S 



have different effects when collected 
(such as making you invisible or invinci¬ 
ble). These properties will become 
apparent on collection but you should 
take advantage of them quickly as they 
soon wear off. Up to four players can 
participate at one time and the various 
options are selectable from the title 
screen. 

That's all there is to it. Have fun 
and try to remain friends. 


BRIDGE BALL 


An unusual little game, this, but 
one worthy of inclusion as it pro¬ 
vides many hours of top quality 
puzzle entertainment. The object 
of the game is to guide the ball 
from the starting point to the 
large expanse to the right of the 
screen. This is performed by plac¬ 
ing platforms next to each other 
to form a bridge to the exit. 

Using the mouse you can pick 
up the platforms (by pressing the 



LEFT mouse button) that are 
already in the level and, with the 
button still pressed, guide it to 
the position you require and 
release the button. You can only 
move the platforms a set number 
of times and this amount will be 
displayed when you pick it up. 

There are a number of differ¬ 
ent tiles, each requiring a differ¬ 
ent tactic. Ordinary platforms can 
be placed next to or below other 
tiles, pipes raise the ball, tunnels 
need to be placed so that the ball 
rolls 'into' the entrance and fixed 
tiles cannot be moved at all so 
the ball needs to be guided onto 
them to take advantage of their 
ball-carrying properties. If the 
sphere falls into the water then 
the level is over and you'll have 
to restart. 



start revolving again. Be wary of the 
numerous areas of spikes and deadly 
plants as they'll send you back to the 
start of the level quicker than you can 
say "Morning Campers". 

If you reach one of the two rope 
sections in the demo, pressing UP 
will cause you to grasp hold of the 
line and the usual direction move¬ 
ments will then apply, including just 
a simple FIRE to swing your sword in 
the direction you're facing. 

The final version will contain a 
number of sound effects, end-of- 
level Guardians and a number of 
restart points in each level - this one 
unfortunately slings you straight 
back to the start! And that's it, real¬ 
ly, I think you'll agree that it's a HUGE 
demo and we all can't wait for the 
full game which should be arriving at 
a cinema near you very soon. 


The two best ones we've found are 
joystick DOWN and FIRE whilst in the 
air (which produces a fantastic down¬ 
ward lunging move - just the job for 
getting rid of any creatures that 
you're currently leaping over) and 
pressing FIRE and moving the joystick 
in the opposite direction to which 
you are facing (which will perform a 
spectacular roundhouse swing with 
the sword - handy for disposing of 
any beasties that are stood behind 
you). 

During your time at holiday camp 
Lionheart you'll come across a num¬ 
ber of spinning platforms which can¬ 
not be traversed whilst in motion. The 
best way to over come this is to give 
them a bloody great whack with your 
sword or foot which will stabilise 
them for a few seconds allowing you 
to leap on and off them before they 


LIONHEART 

Thalion (1Mb only) 


Yes, we're fed up as well with demos 
that only offer you thirty seconds of 
play and a real feeling of disappoint¬ 
ment at the end of it. This EXCLUSIVE 
and BLOODY HUGE demo will cer¬ 
tainly keep you engrossed for sever¬ 
al hours before you manage to com¬ 
plete it (in fact, I'm the only member 
of The One's team that has managed 
to do this yet, brag, brag, brag). 


THE GAME 

Lionheart is a scrolling beat-'em-up 
along the same lines as Shadow Of The 
Beast except underneath all the unde¬ 
niably beautiful graphics there's a real 
stormer of a game. The object of this 
demo is to reach the cave entrance 
hidden amongst all the nasties and 
treacherous platforms, collecting as 
many spinning crystals as you can 
along the way. As well as the usual 
running and jumping the character 
can perform a number of fighting 
moves, activated by moving the joy¬ 
stick in any direction and pressing 
k FIRE. 


LIONHEART COMPO 


We r ve teamed up with Thalion to offer you the chance to win your 
very own copy of Lionheart - simply by playing the demo! To stand 
a chance of winning one of the ten copies we have up for grabs you r ll 
need to prove your game-playing skills. We want you to complete 
the demo and write down the last line of text that appears before 
the demo restarts. Once you have successfully obtained this infor¬ 
mation, plop it on a postcard or the back of a stuck down envelope 
and send it to: I CAN PLAY LIONHEART AS WELL AS SIMES, The One, 
Priory Court, 30-32 Farringdon Lane, London, EC1R 3AU. The first 
ten correct entries we receive will receive a copy of Lionheart when 
it r s fully finished. Good luck! 


ARRRGGGHHH!!” 

If you've removed all your peripherals and the 
disk still won't load then - hey! - it happens to 
the best of us, and we're really sorry, etc, but 
you've obviously been unfortunate enough to 
have received a faulty disk. The best thing to 
do is pop it in an envelope along with an SAE 
to the value of 28p and send it to - 

The One Coverdisk Returns, 

PC Wise, 

Dowlais Top Business Park, 

Dowlais, Merthyr Tydfil, 

Mid Glamorgan CF48 2YY. 

and within a few days a working copy should 
appear through your letterbox and the games 
can begin. If you think your problem is solv¬ 
able over the phone then you can call the PC 
Wise Helpline on (0685) 350505 between 
10.30 am and 12.30 pm on weekdays. 


THE SMALL PRINT 

1. Whilst we here at The One make every effort to 
check the coverdisks for all known viruses, we can 
accept no responsibility for damage caused by 
viruses which may have escaped our attention. 

2. The One and its retailers are not liable for any 
unnotified changes to the contents of the 
coverdisks which may occur. 



REVOLUTION 


(1Mb only) 

Our final offering this month is a clever 
little puzzle game which will appeal to 
everyone from beat-'em-up fanatics to 
flight sim gurus. The object of each level 
is to collect all the batteries and warp to 
the next level. Batteries can only be col¬ 
lected whilst at least one of the blue¬ 
framed Cubes is 'charged'. 

Controlling the white ball using the 
joystick, the Cubes can be charged by 
'bouncing' into them. Once hit the Cubes 
fill up with green charge which depletes 
rapidly. Batteries can then be collected 
by bumping into them and once the level 
has been cleared of all batteries the warp 
to the next challenge is activated by 
charging both Cubes at the same time. 

This may all sound a trifle easy but there 
are numerous traps and tricks. Many 
squares contain an arrow which will, when 
landed on, send you in that direction. Most 
of the time the arrows are clustered togeth¬ 
er, meaning that if you land on one you'll 
be transported quite a distance before con¬ 
trol is handed back to you. Other squares 
have a circle in the middle which acts as a 
sort of magnet, slowing you down. 

If this wasn't enough there are also 
aerials which drain your power if 
touched so avoid them as once all your 
power has gone you lose a life. The time 
limits are particularly tight making for a 
challenging game right from Level One. 
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CDTV Computer Pack, complete with qwerty keyboard, 
disc drive, mouse and infra red remote control can be 
yours for only £499.99 including our free Public Domain 
Collection disc. The Amiga CDTV Player Pack comes in 
even lower at only £399.99. All of which proves one thing. 

When it comes to the ultimate in AMIGA 

home entertainment, you won’t find a hb g 
anything better than the Amiga CDTV. wJ I W 

THE WORLD’S MOST INTERACTIVE INTERACTIVE HOME ENTERTAINMENT SYSTEM 

CDTV IS AVAILABLE AT SELECTED STORES OF ALLDERS, CALCULUS, COLORVISION, COMET, DIXONS, TECNO, TEMPO, VIRTUAL REALITY AND ALL LEADING INDEPENDENT COMPUTER SPECIALISTS, INCLUDING NASCR. PRICES CORRECT AT TIME OF GOING TO PRESS 5/10/92. 


From C* Commodore 

















Inspired by 
Lovelock's Gaia hypothesis, 
Sim Earth looks at the world 
as one interrelated living 
organism offering you the 
ultimate experience in 
planet management. Design 
and nurture planets 
their creation through the 
evolution of life to the 
development of intelligence 
and technology that can 
reach for the stars. 

TM & © 1990 Maxis and Will Wright. 

All rights reserved. 

AVAILABLE FOR: Macintosh, 

IBM PC, Windows and Amiga. 


*Use the powerful icon-driven 
command language: with; a simple 
point and click, robots can be 
instructed to commence in full 
melee. 


^Challenge your friends (and 
enemies) through network support 
for up to four machines. 


"Use modem and serial link to mix 
and match games on Macintosh, 
Amiga or Windows versions. 


AVAILABLE FOR: Macintosh, 
Windows and Amiga. 


"Choose from 24 battlefields. 


I 




*Choose from seven different 
planet scenarios. 

"Rule unlimited random worlds. 

*Terraform Venus and Mars. 

*View your worlds as flat 
projections or spinning globes. 

"Unleash volcanoes, earthquakes, 
meteors and tidal waves. 


Armed with bombs, bullets, missiles, grenades and m 
you control teams of Robots that compete in (ive differi 
sports: Survival, Treasure Hunt, Capture the Flag, Hostage 
Baseball. By combining the tactical challenge of chess 
the intensity of guerrilla warfare, RoboSport provokes 

strategic mayhem. TM & ® 1991 Maxis and Edward Kilham. All rights reserved. 


OCEAN SOFTWARE LTD. 6 CENTRAL STREET. MANCHfc TEL: 061 






























map and satellite views. 



Featuring 
Multi-Computer 
and Multi-Player 
capabilities 


reserved. 






ARTDINK 


ure A-Train has 
trains... but there's a lot 
more to it than making 
tracks. This new 
simulation gives you the 
triple challenge of 
designing and running a 
profitable railroad, 
growing a city and building a financial empire. You 
can borrow money, invest in subsidiary business 
and dabble in the stock market as well. Six 
scenarios will take all the organisational talent, 
planning skills and fiscal genius you've got. 

Maybe more. TM & © 1991 Arldink and Maxis. All rights reserved. 


*Choose from 19 different train 
engines. 


*Pick any 24 OTC stocks |o reap 
extra profits. 

*Build apartments, offices, 
factories, ski resorts, amusement 
parks and more. 


*Get all of the professional advice 
you need from the many on-screen 
experts in A-Irain. 


AVAILABLE FOR: IBM PC, 
Macintosh and Amiga. 


. MANORS TEL: 061 832 6633. FAX: 061 834 0650 
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T he World Wrestling Feder¬ 
ation returns to the Amiga 
at the end of the year with 
Ocean's official follow-up to its 
chart-topping WWF Wrestlema- 
nia. Although the original sold 
bucketloads and was Number 
One last Christmas, it got a well- 
deserved panning from the crit¬ 
ics - something that Ocean is 
well aware of and is going to 
lengths to prevent happening 
again this time around. 

With WWF popularity increas¬ 
ing in Europe, the European 
Rampages - in which the beefy 
superstars jet over here to 
wrestle - are becoming more 
and more frequent. The recent 
SummerSlam at Wembley Sta¬ 
dium was a sellout and 
Ocean, never one to miss a 


trick, is using the Euro theme as 
the basis for the new game. 
WWF European Rampage takes 
the player to venues around the 
continent, battling all the famil¬ 


iar opponents. We've been 
that much more 
tention is being paid to game- 
ay, with work on the new 
game dating back to the start of 
year. There's a new team on 
it two, with Arc Developments 
Twilight, who handled 
the original. Strangely, there 
r t seem to be a lot to 
show for nine month's work - 
these exclusive shots come 
from an early playable demo 
version. As you can see, the 
graphics have been revamped - 
the ring now occupies just a sin¬ 
gle screen, and Tag-Team 
matches have been incorporat¬ 
ed too. Beyond that, details are 
still woefully vague. More next 
month, with any luck. 


NEW 

AMIGA: 

LATEST 

The rumours of a new Amiga, aimed 
squarely at games-players, are get¬ 
ting stronger by the day, with the 
latest bit of gossip hinting that the 
fabled machine may be in the shops 
by Christmas. 

This latest news comes as Com¬ 
modore launches the latest in a long 
line of Amigas - the high-end A4000, 
which for just £1999, offers almost 
limitless graphical potential - how 
does 16.7 million colours, sprites the 
size of the entire screen and "perfect 
scrolling" grab you? Admittedly the 
machine's aimed at the more serious 
user, although the new AA chipset 
technology that it employs to pro¬ 
duce such stunning results will 
almost definitely be used by the 
mystery games machine as well, 
according to Commodore boss Kelly 
Sumner. So, weighing up all the evi¬ 
dence, we could be a seeing a new 
games Amiga, with a super-low pri- 
cepoint and FIVE TIMES the graphi¬ 
cal power available before the end 
of the year! It's still all educated 
speculation at the moment, but 
enough to get a few mouths water¬ 
ing - not least of all ours. 

STOP PRESS! It r s highly proba¬ 
ble that, come next month's 
issue, we'll have CAST IRON 
details of the new machine - stay 
tuned to this channel. 
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NETBUSTERS! 


Round Two 

Y our Sensible Soccer goals continue 
:: fiood in, at a rate that's fast 
;e:oming as frightening as Alan 
:~ea'er's goal tally. Poor old postie 
-as -ad to have a metal rod surgi- 
:a . mplanted into his back to help 
carry the heaving mailbags of High- 
cnts that arrive daily on our 
soorstep. Believe us, having to work 
c-" way through this little lot is no 
aicnic - certainly not when we'd 
-a:ner be playing the game our- 
se .es, anyway. 

3ut we digress - to business. This 
s :ne second month of the Renegade 
Se-sible Soccer Netbusters competi- 
t on, in which six lucky winners put 
forward by The One will play in a 
European tournament against the 
.% -ners of doppleganger competi- 
c ons in the continental mags, with 
:ne final victor jetting off to watch 
any European football fixture of his 
choice next season! Each month we're 
selecting the best of the saved-out 
highlights we receive, and the winner 
- at only goes forward to the final six, 
but also picks up an authentic Ark- 
r ghts old-style football jersey! 


This month's winner is Julian 
Smith, whose goals as Sheffield Unit¬ 
ed against European giants Club 
Bruges, Ajax and Kaiserslautern earn 
him a place in the finalist's roster. 
The goals are outstanding not just 
because of the final touch (although 
there was some super finishing), but 
for the whole set-up, in one case 
comprising an incredible after- 
touched ball in from the halfway line 
that the striker picks up first time 
and blasts into the back of the net. 
Like we said, we're not looking for 
one-off flukes, but for consistently 
fine goals that prove the scorer's skill 
beyond doubt. 

The competition still has four 
months to run, so there are four 
finals places still to be won. To be in 
with a chance, all you have to do is 
score some BLINDING goals, stick 
them on a Highlights disk and send 
them to us at SENSIBLE SOCCER NET¬ 
BUSTERS, The One, Priory Court, 30- 
32 Farringdon Lane, London EC1R 
3AU. And remember that you MUST 
write your name and address on the 
disk label, or David will come round 
your house and show you his holiday 
snaps. Eurgh! 
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"Scrabble like you've never 
played it before." That's 
what you're being promised 
by US Gold, soon to bring 
out its official version of the 
classic board game. Quite 
why they think that the 
world needs another com¬ 
puter incarnation of Scrab¬ 
ble at this particular time is 
way beyond us, but it 
doesn't do to turn your 
nose up at the Greats, so for 
the record... US Gold's ver¬ 
sion comes with 12 skill lev¬ 
els (the hardest of which 
has won the Computer 
Olympiad twice, so it's no 
pushover), tournaments 
with up to four players, 
every word in the Chambers 
Official Scrabble Dictionary 


(over 126,000 at the last 
count), a printer option to 
commit the final board 
position to paper and - it 
says here - stunning graph¬ 
ics. The pictorial evidence 
here tells rather a different 
story, but then what do you 
want from a Scrabble 
game? Dancing letters with 
tu-tus on? Personally, we 
never quite understood 
why somebody would 
want to go to all this trou¬ 
ble when they could play 
the real thing for a fraction 
of the price and hassle, but 
each to his own, we sup¬ 
pose. Should be quite 
good for people with no 
friends, anyway. 




At last! Street Fighter II, currently the most 
popular arcade game, is about to become available 
for your home computer. Ask your dealer when! 


CAPCOM 


Available on: Spectrum cassette, 

C64, Amstrad CPC cassette & disk, 

Atari ST, Amiga and PC Compatibles. 

Street Fighter 1M II ©1992 Capcom USA Inc. All rights reserved. Street F 
registered trademark of Capcom USA Inc. Manufactured and distribute 
from Capcom USA Inc by U.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birr 
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NEWS 

TWO NEW FROM SILMARILS 


H aving already had two rather impressive 
successes with Storm Master and Ishar, 
French outfit Silmarils is back this month 
with a pair of newies to tantalise you between 
now and the new year (just around the corner, 
you know). 


The first is Bunny Bricks, a game that - get this 
- combines brick-breaking Breakout action. Base¬ 
ball and rabbits (!). Exactly what it's all about 
hasn't been made that clear, but we're told that 
on each screen Bunny must destroy every brick he 
sees with his trusty baseball bat (sounds famil¬ 
iar enough), while being hindered by a support¬ 
ing cast of colourful characters. The whole thing's 
supposed to be very cartoony, and inspired in 
part by the work of Tex Avery, so expect plenty of 
slapstick touches along the way. Look out for 
Bunny Bricks next month . 

Hot on the trail of that comes Transarctica, an 
altogether deeper affair from the creators of 
Storm Master. Along much the same strategic 
lines, its decidedly Midwinter-esque storyline tells 
of a scientific experiment that goes horribly 
wrong (do scientific experiments ever go RIGHT 
in these game scenarios?) that triggers a second 
Ice Age and destroys the human race. So, cen¬ 


turies later a new civilisation emerges, travell 
through the snowy wastes in giant tra 
between primitive shanty-towns. As the ideali 
captain of Transarctica, the biggest train of 
lot, the player's job is to find a way, as propf 
sied, to thaw out the planet and return it to 
former glory. Doing so means going up again 
the cynical power block of the Viking Union, wh 
like the planet the way it is - and so the scene 
set for a bit of strategy and political intrigu 
french-style. Transarctica is due out in January. 
£29.99. Just between us though, it's Bunny B 
we're really waiting to see... 


STRIPTEASERS 


...Grandslam releases a bumper 
Amiga compilation at the end of 
this month, featuring no less than 
TEN of its old titles. The games on 
The Grandslam Collection are, in 
no particular order, The Hunt For 
Red October, England, The Flint- 
stones, Scramble Spirit, Leavin' 
Terramis, Trivia, The Running Man, 
Terry's Big Adventure, Terramex 
and Espionage. None of them are 
particularly outstanding, which 
probably explains why they've 
been collected together en masse 
here, but at £29.99 for the lot (for 
the less mathematically-inclined 
among you, that's just under three 
quid per game) no doubt some of 
you software skinflints will be 
splashing out... 

^ ...More compilation news, this 

A time concerning yet another in 


a long line of football collections. 
Following in the tradition of Gas¬ 
coigne and Lineker, England 
defender Stuart “Psycho" Pearce 
has this month lent his name to 
UbiSoft's soccer compendium. The 
Psycho Soccer Collection (yes, 
that's really what it's called) con¬ 
stitutes the weak International Soc¬ 
cer Challenge and World Champi¬ 
onship Soccer, and the rather 
better Manchester United and Kick 
Off 2. £30.99 is the asking price, 
but if there is anyone left in the 
world who doesn't already own a 
copy of Kick Off 2 in some form or 
another, we'll eat our pants... 

...News reaches us that Konami's 
Batman Returns adaptation is now 
in the capable hands of Denton 
Designs, and not Rage as original¬ 
ly reported. If memory serves, the 


development team haven't had 
anything out since Wreckers for 
Audiogenic, which was alright we 
suppose. Don't expect to see any¬ 
thing just yet - the first previews 
aren't due until Christmas, and the 
game's not expected to hit the 
shelves until well into 1993... 

...Meanwhile, we hear that David 
Braben's Frontier may not make it 
out in time for Christmas. The 
finishing touches still being put to 
the long-awaited Elite sequel are 
taking slightly longer than expect¬ 
ed, and Konami has said that Jan¬ 
uary is now looking like a more 
realistic release date... 

...Commodore continues to drop 
prices in its Amiga range, this time 
with the CDTV. As of this month 
both the CDTV Starter Pack and 


the flashier Multimedia Pack 
slashed by £100 to £399 and £ 
respectively. The move comes a 
the A600 was cut to £299, < 
has been selling like hot cakes 
around the country ever since. 
CBM's obviously hoping that its 
slow-starting CD machine will ben¬ 
efit from a similar kick-start. So, as 
they say on TV, there's never been 
a better time to buy... 

...Strange to see, is it not, that the 
blockbusting Patriot Games still 
hasn't been snapped up for Amiga 
conversion. It's about the only big 
movie of the year that's still wait¬ 
ing to be licenced, which is 
strange when you consider how 
well its plethora of action 
sequences could be adapted, if 
put in the right hands. Softcos, 
rectify the situation immediately... 
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OURNALISTS see new titles every 


THINK 
OF IT 
ASA 


week, each one claiming to be the 


best of it’s kind, to date. Yet at the recent 


European Computer Trade Show it was 


the journalists themselves that could 


be found singing the praises of one new 


title in particular - LEGENDS OF 


VALOUR 


KEVIN BULMER (The Designer of 


Corporation jumd IAN DOWNEND the 


VALOUR, 


creators of L 


were literally jostled off their 


writers. 


fitters 


one prominent 


industry figure called^*A game that’s 

j 

morea way W life - utterly extraordinary.” 
Demo disks can only scratch the 


LIFE 


surface, screenshots in magazines could 


never do the astounding graphics justice 1 


(that’s why you’ll see none here). The 


only way to really find out what all tin 


fuss is about is to 


yourself. LEGENDS OF VALOUR The 


Dawning will he available on Amiga, ST 


and PC. very soon 


Ask vour retailer for more details or 


send a S.A.E. to Danielle Woodyatt at the 


address below for an information pack 
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1992 SYNTHETIC DIMENSIONS L ED & l S COED. 

ALE RIGHTS RESERVED. MAM EACH RED AND DISTRIBt TED 
BYE S. COEDETD 


(OR DEATH) 


U.S. Gold Ltd, Units 2H Itolford Way 
Birmingham. 157 6AX. Tel 021 025 
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RECOMMENDED... 

It's frightening how many new games are released on Amiga each month. And it r s even more frightening to consider how few of them 
are actually any good. So every issue we remove a little strife from your life r and present for you here, in easily-digestible form, what we 
believe to be the very finest pick of the latest crop... 
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TRODDLERS 

(Storm) 

Well, is it like Lemmings or 
not? It depends on who you 
speak to, but one thing's for 
sure, it's a Premier League 
game. Combining tradition¬ 
al puzzle and arcade ele¬ 
ments, it certainly sounds 
like Lemmings on paper - 
guide the hapless little men 
across traps and pitfalls to a 
safe haven - but in practice 
is plays with a style and 
verve all of its own. If the 
only thing you use your 
brain for is to keep the top 
of your head caving in, this 
is not for you, but if you're 
after a mental challenge to 
keep you going into the 
small hours, you'll love it. 

85% 


FIREFORCE 

(ICE) 

One of those games you'll 
either love or hate - and we 
love it. Sure, it lacks techni¬ 
cal sophistication. Sure, the 
graphics are nothing to 
shout about. But playability's 
where it counts, and Fire- 
force has got bundles of the 
stuff. Take your Green Beret 
hardman through 12 mis¬ 
sions around the world, 
shooting down and blowing 
up everything in his path. A 
plethora of nice touches 
raise Fireforce above the 
usual shoot'em-up ranks, 
and anyone who isn't put off 
by its rather graphic por¬ 
trayal of violence will have a 
very merry time here. 

90 % 


ZOOL 

(Gremlin) 

Sonic the Hedgehog? Chron¬ 
ic the Smedgebog more like. 
Zool makes no attempt to 
hide the fact that it's 
inspired *by the Sega 
favourite - but it does every¬ 
thing bigger, better and 
brighter. One of the most 
chaotic and colourful plat¬ 
form games ever seen, Zool 
manages to retain its fine 
playability even at the apex 
of its breakneck speed. Prob¬ 
ably not to everyone's taste 
(it's the sort of thing that 
gives parents migraines), but 
if you can stand the pace, 
there's little that can offer 
more in the way of high¬ 
speed thrills than this. 

87% 


ARCHER 

MACLEAN'S 

POOL 

(Virgin) 

The follow-up to the mega¬ 
selling Jimmy White's Whirl¬ 
wind Snooker, Archer 
Maclean's Pool uses the same 
jaw-dropping 3D graphic 
techniques to depict the 
action, but the game is, if 
anything, more playable this 
time, simply because Pool is 
more immediate, accessible 
and fun than Snooker. 
There's not really a great 
deal more to say, except that 
if you don't enjoy playing 
this, there must be some¬ 
thing fundamentally wrong 
with you. 

90% 


PUTTY 

(System 3) 

The weirdest thing we've 
seen since Wizkid, and one of 
the most playable too. Putty 
is like Rainbow Islands on 
acid, an incredibly frantic 
platform epic based around 
the upwardly-mobile exploits 
of a blob of Putty that can 
bounce, stretch and absorb 
his way around any game- 
play eventuality. Loads of 
levels, exquisite cartoon-style 
graphics and a cacophony of 
vibrant sampled sound from 
beginning to end makes 
Putty a supersonic assault on 
the senses that you won't 
want to let up for quite a 
while. It deserves to be a big 
hit. 

87% 


MICROBYTE 



Month Ending 27th September 1992 


FULL-PRICE TOP 40 

23 

R0B0C0P 3 (Ocean) 

5 

F-16 COMBAT PILOT (Action 16) 

13 

RAINBOW ISLANDS 

1 

ZOOL (Gremlin) 

24 

PRO TENNIS TOUR 2 (UbiSoft) 

6 

PANG (The Hit Squad) 


(The Hit Squad) 

2 

BEAST III (Psygnosis) 

25 

DYNABLASTER (UbiSoft) 

7 

BATMAN THE MOVIE 

14 

BATTLE CHESS 

3 

SENSIBLE SOCCER (Renegade) 

26 

R0B0C0D (Millennium) 


(The Hit Squad) 


(Star Performers) 

4 

PGA TOUR GOLF 

27 

DARK QUEEN OF KRYNN (SSI) 

8 

LOTUS(GBH) 

15 

JACK NICKLAUS GOLF (Kixx) 


(Electronic Arts) 

28 

AIR SUPPORT (Psygnosis) 

9 

DIZZY PRINCE OF THE 

16 

SWITCHBLADE II (GBH) 

5 

JIMMY WHITE S WHIRLWIND 

29 

ASHES OF EMPIRE (Mirage) 


YOLKFOLK (Codemasters) 

17 

NEW ZEALAND STORY 


SNOOKER (Virgin) 

30 

KNIGHTS OF THE SKY 

10 

FANTASY WORLD DIZZY 


(The Hit Squad) 

6 

LEGEND OF ISHAR (Silmarils) 


(Microprose) 


(Codemasters) 

18 

IK+ (The Hit Squad) 

7 

MANCHESTER UNITED EUROPE 

31 

DAS BOOT (Mindscape) 

II 

TREASURE ISLAND DIZZY 

19 

TURRICAN II (Kixx) 


(Krisalis) 

32 

MEGASPORTS (US Gold) 


(Codemasters) 

20 

POPULOUS (Star Performers) 

8 

OH NO! MORE LEMMINGS 

33 

STRIKER (Rage) 

12 

JAMES POND (GBH) 

The One's Amiga charts are provided by Microbyte. 


(Psygnosis) 

34 

THE MANAGER (US Gold) 





9 

PREMIERE (Core Design) 

35 

A320 AIRBUS (Thalion) 





10 

FORMULA ONE GRAND PRIX 

36 

THE PERFECT GENERAL 




11 

12 

13 

14 

15 

16 

17 

18 
19 


© 


(Microprose) 

MONKEY ISLAND 2 (US Gold) 
LURE OF THE TEMPTRESS 
(Virgin) 

PROJECT-X (Team 17) 

HOOK (Ocean) 

CIVILIZATION (Microprose) 
WIZKID (Ocean) 

FIRE & ICE (Renegade) 

SPACE CRUSADE (Gremlin) 
LOTUS 2 (Gremlin) 
BEHOLDER 2 (US Gold) 

THE GAMES ESPANA 92 
(Ocean) 

22 EPIC (Ocean) 


(UbiSoft) 

37 CHAMPIONSHIP MANAGER 
(Domark) 

38 GRAHAM TAYLOR S SOCCER 
CHALLENGE (Krisalis) 

39 SPECIAL FORCES (Microprose) 

40 ALIEN BREED (Team 17) 


BUDGET TOP 20 

1 SUPER CARS 2 (GBH) 

2 FALCON (Action 16) 

3 PANZA KICK BOXING (Kixx) 

4 CAPTAIN DYNAMO 
(Codemasters) 


SOFT 


I 

CO 


WE BUY AND SELL ALL 
TYPES OF SECONDHAND GAMES 

HUNDREDS OF TITLES IN STOCK FROM OLD TO NEW E.G.:- 

RISKY WOODS, MONKEY ISLAND 2, ETC. 

Phone Between Write to: SOFTSWAP 

6pm -10 pm Weekdays p.O. BOX 124 

0732 872261 WEST MALLING 

KENT ME19 5RN 
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IStmal Slakes 1 


EDWIN BUYS THE MAGICAL PAINTS 
UNAWARE OF THE HAVOC THEY 
WILL CAUSE 


WATCH THE CREATURES OF 
HIERONYMOS BOSCH 
COME ALIVE 


TRAVEL THROUGH THE 
IMPRESSIONIST WORLD 
OF GEORGES SEURAT 


Fata! Strokes hr&’adventure, arcaefis^puzzle: 

and most of all hours of entertainment. 
Fatal Strokes is simply the art of adverrore 


N'TERNATIONAI-COMPUTER ENTERTAINMENT LTD 



























THEY'RE BACK— 

with new skills, for a new world!!! 


★ 8-Way Scrolling 

★ Enhanced Sound Support with 
Digitised Lemming Voices. 

★ Riveting game play & more! 


★ 12 Brand New Tribes of Lemmings, 
each with their own skills. 


★ Skiers, Surfers, Balloonists, Archers 

★ 256 Brilliant VGA Colours 

★ Hilarious Animation 


production designed by 


Psygnosis Limited 

South Harrington Building, Sefton Street 
Liverpool L3 4BQ, United Kingdom. 


Tel: 051-709 5755 
Fax: 051-709 6466 
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LETTERS 




We haven't got much space this month so you'll have to go without the amusing intro 
and general self-congratulatory quips and write to: Letters, The One, Priory Court, 30- 
32 Farringdon Lane, London, EC1 3AU if you've got anything interesting to say. You 
can FAX us too, so all you Faxers dial 071 972 6703 . 


MOVE OVER 
KILROY 

The question of game diffi¬ 
culties in last month's Let¬ 
ters pages certainly 
increased the volume of let¬ 
ters we've received over 
the past few weeks, so let's 
not hang about too long 
and dive straight in... 


Dear The One, 

Personally I find games far too 
easy to complete, either that or 
they are too short and do no last 
very long. Midnight Resistance, 
Pang, Lotus 2, Switchblade 2 and 
Turrican 2 only lasted three days 
and Project-X was beaten after just 
five days. You don't believe me? 
Well, the end sequence has some 
explosions and rather nice music. 
A message says 'Try again without 
loosing a life'. 

The worst offender must be Bat- 



Dear The One, 

Last month the question of game difficulties was raised and I think 
that it's high time that somebody stood up for all us gamers. In my 
opinion I'm just an average game player, so I do not expect to be 
able to complete a game which I buy for upwards of £25.99 in a 
short space of time. Another World was an exceptional piece of 
software, granted, but at the end of the day all it boiled down to 
was a couple of days play (although admittedly that's twice as many 
as 'Epic'). 

In games the player should be guided through levels increasing 
in difficulty until real talent is required to progress any further. 
Games such as the original Lemmings, Populous and Eye of the 
Beholder were fine examples of this. Of course there will always be 
an end to a game - it has to come somewhere - but if software hous¬ 
es think they can keep fobbing us off with poorly-designed prod¬ 
ucts then they have got another thing coming. 

The games which have no specific 'end' (Sensible Soccer, F1GP, etc.) 
offer the best value for money around and I think that more open- 
ended games like this should be produced. £35.99 for at least a good 
year's play offers far more value than £25.99 for a week's play. 

In future I think I will stick to these simulation games because of 
their variation, longevity and fun. 

Stewart Wicks, 
Aberdeen. 

Well, Stuart, yours was the only letter that offered a suitable alter¬ 
native to easy/hard games and so you qualify for a free piece of soft¬ 
ware. If you could let us know whether you want Another World or 
Epic within the next few weeks we'd be grateful. (Only joking.) 


tie Squadron which took me only 
one day to complete. Only Popu¬ 
lous 2, Lemmings, SWIV and Rain¬ 
bow Islands have given me true 
value for money. The best thing 
that companies can do is provide 
difficulty settings in the games. 
When I buy Zool I will put the dif¬ 
ficulty to maximum and the lives 
and credits to minimum as this will 
be the only way I can have some 
challenge. 

Nathan White, 
West Midlands. 


Dear The One, 

In my opinion games are too hard. 
I consider myself to be a fairly 
average game player but some 
games just start at an impossible 
difficulty level and get harder. 
After a very short time frustration 
makes you stick the game at the 
back of the shelf, neve,r to be 
played again - £30 down the drain. 
I must admit that such games are 
not that common but there are 
enough of them to make it a wor¬ 
rying trend. 

A more common problem with 
games is the difficulty of the end- 
of-level guardians rather than the 
levels themselves. A good example 
of this is Rainbow Islands and 
Parasol Stars - two games in my 
top ten of games. In my opinion 
guardians should be in a game to 
(a) let you know that you've com¬ 
pleted the level and (b) to leave 
behind lots of points and power- 
ups once they are killed. They are 
not there to slow the game down 
or to use up all your lives trying to 
kill them. I can get as far as Level 
Three in Rainbow Islands and Level 
Four in Parasol Stars. When you 
consider the amount of those 
games that I'll never see you can 
understand why I'd favour built-in 






cheats. 

Now I don't mean the hidden 
cheats that get printed in maga¬ 
zines like yours but cheats that can 
be started from the main menu of 
the game itself. This way the not- 
so-good games players could be 
catered for and as you learn more 
about the game you can also up 
the difficulty yourself, increasing 
the game's lastability. 

Carl Surry, 
Barnet, Herts. 


Dear The One, 

I have owned my Amiga for near¬ 
ly two years now and of the games 
brought in the past year I have 
completed 80% of them, most 
within the first few weeks. I feel 
that although the majority of 
games have certainly improved 
graphically and sonically I wonder 
whether some companies are per¬ 
haps more interested in a game's 
looks and not its lastability. I still 
find 'old' games such as Xenon 2 
and Rainbow Islands a challenge 
whereas the new games (such as 
Myth, Guy Spy and The Addams 
Family) are far too easy and I com¬ 
pleted them within a few weeks. 

I know I might be going on a bit 
(Zzzzz! What? - Ed.) but I feel that 
size is important. Games like Hook 
and Guy Spy, which are by no 
means terrible, suffer due to their 
diminutive size. Others such as 
Monkey Island 2, Premier and 
Harlequin gain marks because of 
their size which permits far more 
scope and variety. I would forgive 
an easy game (even Another 
World) if only it was bigger. 

Nick Turk, 
Kent. 


► ► ► ► 
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Letters 


SHADY 
GOINGS ON 


Dear The One, 

Please can you help me. I have just 
exchanged my Megadrive for an 
Amiga 500 with over 200 games. I 
have It Came from the Desert and 
Monkey Island, both without manu¬ 
als. Please could you let me know 
where I can get the manuals from. 

Jason, 

London. 

Well, this all sounds a bit fishy to me. 
If you really have got over 200 games 
then I'd say that most of them are 
pirated - especially as you say you 
have no manuals for them. The ONLY 
way to obtain the official documen¬ 
tation for all games is to buy the orig¬ 
inal which I really think you should 
consider. 


P.S. Has anyone, anywhere ever 
completed Rocket Ranger? If so, 
please tell me how. 


BETTER THAN 
AVERAGE 



THE PIRACY 
PROBLEM 


Dear The One, 

It does NOT MATTER how many 
times people in the business decry 
piracy, it comes down to the same 
old thing. 

Problem: Games cost too much 
resulting in piracy 
Solution: Reduce the price of games 
There is NO other solution that can 
stop piracy and it is naive to believe 
anything else. If games companies 
are making enough money to con¬ 
tinue in business without acting 
positively to stop piracy then you 
can only conclude that they are not 
being adversely affected all that 
much by it. 

The movement of programmers 
away from computers to games 
consoles is inevitable as that mar¬ 
ket is growing most rapidly. When 
the market for consoles has 
matured it too will cease to be 
more attractive to programmers 
and new formats will undoubtedly 
become the magnets to games 
designers. 

Carol Hunter, 
Middlesex. 


the Day have almost exactly the 
same Overall and average (59 & 
59.75 and 66 & 66.5 respectively) 
which gives a fairer impression. 
What are your thoughts? 

John Alfred 
Hyde, Cheshire 

We think it would be unfair to intro¬ 
duce average marks simply because if 
a game plays exceptionally well but 
has only okay-ish graphics then over¬ 
all it would end up being rated lower 
than perhaps it should be. We have 
enough problems working out 
whether we've got enough enough 
money for beer at the end of the day, 
let alone all this 'average' business. 
Don't you think we work hard enough 
as it is? 


tastic BSKYB 'Alive and Kicking' 
dance whilst desperately trying to 
smile during the torrential rain. Oh, 
and of course, QPR should be invin¬ 
cible. 

Stephen Paul, 
Hayes. 

There's a couple of good ideas in there 
(especially the QPR bit) and we'll cer¬ 
tainly pass the letter on to Sensible. 
What do other readers think? Is there 
a feature that you think should be 
included in any sequel, be it in the 
pipeline or not? Let us know and you 
could win some groovy software. 


★ ★ ★ 


★ ★ ★ 


Dear The One, 

Thanks for a brill magazine - keep up 
the good work (Aw, shucks - Ed.). 
The reason for my letter is to ask 
why your overall percentage mark 
isn't an average of all the other 
marks. Surely this would give a fair¬ 
er view of the reviewed game. For 
example, in last month's mag you 
gave Pool 90% although its average 
score would have been 86.25% 
which is high enough without leav¬ 
ing yourselves open to criticism 
when, in the future, better games 
will still be under the magic 100% 
mark. 

In the October issue when com¬ 
paring the Overall scores with the 
average scores all the game per¬ 
centages would have been similar 
except for Fireforce (Overall 90%, 
average 83%, which accounts for 
the crappy graphics - unacceptable 
on the Amiga). Nova 9 and Match of 


SOCCER SILLIES 


Dear The One, 

Wow. Sensi-Soccer 2, already! What 
fantastic news! I have a few ideas 
which I think should be implement¬ 
ed which I would be grateful if you 
would pass on to the boys at Sensi¬ 
ble Software. 

First of all there should be a man¬ 
agerial aspect to the game where 
you can play Graham Taylor, chop¬ 
ping and changing the England side 
in the run-up to the World Cup until 
the team looks a vegetable patch. 

Unemployed Saint and Greavsie 
should be seen wandering around 
the side of the pitch collecting litter 
and scraping around in the bins for 
food. Before the match dancers 
could come on and perform the fan- 


HM MM— 


Dear Sarge, 

I had a £200 debt and was in quite 
a bit of trouble. My brother was 
really upset about my problem so he 
sold all his games for around £60 to 
help me out. He now has no games 
and is very upset. He showed me 
reviews of Sensible Soccer, Lotus 2 
and Microprose F1GP. I think the 
software would be a great way of 
saying "Thank you". 

Nuala McLoughlin, 
Co. Kilkenny. 

Dear Nuala, 

Well, it shows that you haven't been 
doing your homework, doesn't it? I 
think you should keep up to date with 
all the changes in the magazine (like 
no more Sergeant Software, for 
starters) before you write scrounging 
letters to us. 

The One, London. 
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PROJECT: Streetfighter 2 
PUBLISHER: U.S. Cold 
DEVELOPER: Tony Bickley (Producer) 
Creative Materials - 
Gordon Thong (Programmer) 

Adam Steele (Artist) 

Michael Guy (Artist) 

INITIATED: April 1992 


T o the uninitiated it's hard to see why Street- 
fighter 2 has become quite the game-play¬ 
ing phenomenon that it is. After all, it's sim¬ 
ply a beat-'em-up with flashy graphics, 
right? Wrong. The arcade machine has been 
packing in the punters because of its innovative six-but¬ 
ton control, extreme violence quotient and 'extra touch¬ 
es' such as the special moves (including the infamous 
Dragon Punch). People spend literally weeks at a time 
learning the different character's strengths and weak¬ 
nesses, eventually becoming so proficient that they can 
perform the 'Hundred Hand Slap' in their sleep (and 
as such wake up with extremely bruised parts of 
their anatomy). 

When I first heard that Streetfighter 2 had 
arrived in the local arcade I popped out 
one lunchtime to see what all the fuss was 
about. Three days later I returned back 
down to The One haggard and physically 
exhausted (and really rather smelly). There 
was a lot more to it than I had ever imagined. Apart 
from being a simple beat-'em-up with endless thrash- 

Street 


Fighting 

Years 

The sensation that's sweeping the nation will shortly 
be arriving on your Amiga. Expectations are running 
high and there's a wealth of fighters simply dying to 
try their strength in the ultimate street-brawl. We've 
received so many phonecalls this month that we've had 
to send Simon Byron off to find out exactly how things 
are shaping up. So then, "can you do the Dragon Punch 
or what?" 


ing on the buttons there is a certain amount of 'strate¬ 
gy' (for want of a better word), with all manner of sit¬ 
uations requiring different tactical play. 

Whilst playing against the really hard blokes who 
practically live in the arcade I found myself more often 
than not being backed into a corner having the brown 
stuff beaten out of me. It was only after some of the 
more sociable chaps pointed out the games intricacies 
that I found out what to do when, and not just ran¬ 
domly bash on the fire buttons in no particular order. 

Converting this game is a not job for the faint-heart¬ 
ed and Creative Materials have been chosen to perform 
what, at first glance, seems like the impossible. With a 
proven track record including Final Fight and The God¬ 
father, Streetfighter 2 certainly is in capable hands. We 
spoke to Tony Bickley, product manager at USG, about 
how it's all going. 

Rather than being slightly wary of the project, 
Tony is loving every minute of it as he's a huge 
Streetfighter 2 fan: "Unlike most beat-'em-ups it's 
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original's features as possible. How much help had the 
programming team had from Capcom, the designers of 
Streetfighter 2? "We were basically only supplied with 
an arcade ROM board so we've had to rely heavily on 
the fact that our boys are experts at Streetfighter 2. In 
fact, it's got so bad that we've had to ban them from 
playing it any more," laughs Tony. "Although the board 
contained all the code we've had to break that down 
ourselves - an operation known as 'Reverse Engineer¬ 
ing' - which took our guys a solid week to do. After all 
that it was a case of on-going tweaks during develop¬ 
ment to make sure that the programmers' interpretation 
of the game was exactly how we wanted it to play". 

The entire game is currently just over two megabytes 
big, a figure that's still rising. The graphics are obvious¬ 
ly an extremely memory-intensive portion of Street¬ 
fighter 2 and although they are not as colourful its 
arcade parent (due to the fact that the Amiga's sprites 
are drawn in 32 colours as opposed to the 256 of the 


Although the backgrounds aren't animated, there's no 
denying that they look almost identical to the coin-op 
with all the locations from the original arcade version 
represented in all their glory. A chance to brush up on 
the old geography, methinks! 


very easy to play and it's immensely instinctive - if you coin-op), they certainly look remarkably similar. If you 
want a move you can access it straight away knowing asked Tony to describe the graphics he’d respond with 
exactly what will happen on-screen, rather than just wig- one word "Awesome", but then he's bound to, isn't he? 


gling the joystick and pressing but¬ 
tons. And this is something that we 
feel it's critical to get into the floppy 
versions. The Artificial Intelligence of 
the opponents plays an important 
part as well - it's certainly not the 
'learn one move to beat a particular 
opponent' situation. There is a choice 
of moves which can not only be used 
to beat them, they can - and certain¬ 
ly will - use them to beat you". 

Obviously with a coin-op conver¬ 
sion it's vital to include as much of the 


"I sincerely 
think that this is 
going to be the 
best beat-'em-up 
ever!" 

Tony Bickley 
Streetfighter 2 Producer. 


Converting the sprites was a mam¬ 
moth task in itself. When you consid¬ 
er that there are over 223 individual 
frames of animation for every charac¬ 
ter (which works out at at least 2676 
frames in all), you'll appreciate that the 
two artists have certainly had their 
work cut out. The characters are equal¬ 
ly as large on the Amiga screen as on 
the original, with each made up of a 
number of sprites, each representing 
different parts of the body, cut and 
pasted on the play-area to give the 








A quiet stroll down the street will 
reveal a whole range of tasty geezers 
and geezettes. Let s take a look at 
who they are and what they'll hit 
you with... 


The monster of the street, 
Blanka possess the rather 
unique ability to electrify his 
skin. He can also jump onto 
an unsuspecting opponent 
and bite at their face. 


BISON 


This sleek-n’-sexy fighter 
packs a mean kick as well as 
good looks. She often 
stands on one leg and lashs 
out with dazzling speed and 
can also perform the spec¬ 
tacular spinning-bird kick. 


VEGA 











(Left and below) 

Whilst Chun Li may be an extremely 
attractive young lady, she can cetain- 
ly hold her own when it comes to 
fighting. Ken is no push-over either 
and the two of them are currently 
debating who's the toughest as we 
speak. The actual characters are mov¬ 
ing only slightly slower than the 
arcade's - quite an achievement 
when you consider the size of the 



huge sprites. 








impression of movement. 

Unfortunately the parallax and the background ani¬ 
mations have had to be omitted to keep the game run¬ 
ning at a near-arcade rate, but these effects were only 
superfluous anyway and will hardly detract from the 
gameplay. Most of the sound effects have been direct¬ 
ly digitised from the coin-op, including the speech, and 
Creative are desperately trying to cram as many of these 
effects as possible into the final version. All this comes 
with a price, though, and the game will unfortunately 
be one megabyte only. Even so, you could still pick up a 
meg expansion and a copy of the game for less than the 
SNES version, which is retailing at a pricey £65 compared 





◄ E. HONDA 

Not a motorbike but, in 
fact, a large sumo wrestler. 
He may be big but he’s cer¬ 
tainly no lard ball and will 
‘hundred-hand slap’ any¬ 
body who says otherwise. 


▼ GUILE 

An ex-airforce soldier who 
is a master of combat 
karate. He packs a mean 
somersault kick which is 
hard to avoid and is capable 
of hurling a few energy bolts 
here and there. 




◄ RYU 

Kenpo and Karate is the name of his game. 
One of the hardest humans in Streetfight- 
er 2 he can perform the Dragon Punch and 
the Hurricane Punch at the drop of a hat. 
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◄ DHALSIM 


A frightening master of voodoo who can 
stretch his limbs to inhuman lengths to 
give you a whack even when he’s over the 
other side of the screen. If that wasn’t 
enough he also breathes fire. 




A ZANGIEF 

This Russian fighter has the most 
powerful move in the game at his 
disposal - the spinning pile-driver 
- and if that doesn’t get you then 
the devastating Lariat Punch sure¬ 
ly will. 
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◄ KEN 

Super-tough Ken has survived from 
the original Streetfighter game and 
has moved to America to fight a 
greater variety of opponents. He 
is a master of the infamous Drag¬ 
on Punch and and Cyclone Kick. 
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You may well be wondering why Chun Li and Ken are 
appearing so frequently among these pages. The reason 
for this is that they're currently still testing the game- 
play and making sure all the controls feel 1 right. 

Blimey, you lot don't half go on, don't you? 


(Below) Just for a change we've lined up the two fight¬ 
ers in another action-packed pose, this time in Russia. 
Say cheese! 






car to bits, kick some barrels and avoid the burning bar¬ 
rels) have all been included as well. 

"To be honest I'm well pleased with how it's going", 
enthuses Tony. Whilst many may see these possible 
compromises as a drawback, there's a strong argument 
that the joystick-only mode will make the game slight¬ 
ly more easier and accessible to play. If you want a sim¬ 
ple forward kick you got it, as the Burger King staff will 
readily tell you, without the need to fumble with the 
keys. 

"The biggest problem has been the sheer technical 
aspect of getting a massive game like this into home 
computer size," bemoans Tony. "We're converting 
Streetfighter 2 to almost everything from the Amiga 
right down to the Spectrum which is scary. As I've said 
we've got twelve characters each with at least 223 
frames of animation and eight backgrounds which is an 
enormous amount of graphics to be manipulating but 
I sincerely think that the job we've done will ensure that 
this is going to be the best beat-'em-up ever!" 

Finally, and in a desperate attemptto obtain some 
'Top Tips' so that I could beat everybody else when the 
game final arrives, I asked Tony who his favourite char¬ 
acter is. "I always play Chun Li because she's got good 
legs [?]", he replied rather unhelpfully. Unimpressed 
with' his distinctly sexist comments I did the Dragon 
Punch on him to teach him not to be so rude in the 
future. Tony wasn't shaken and after attempting a mean 
Cyclone Kick the whole interview turned into a violent 
and messy brawl (which I won, by the way). Street- 
fighter 2 will be bursting onto a shelf near you very 
shortly and with a little luck we should be bringing you 
the fully low-down next issue. Now please stop ring¬ 
ing us up, will you? 

(Above Left) Another of 
Chun Li s special 
moves. The Spinning 
Bird Kick is a rock-hard 
attack which requires 
Miss Li to stand on her 
hands whilst rotating 
her legs. Although it 
might not the most 
lady-like of moves it 
sure does the business. 


(Left) The actual back- 
drops are two Amiga 
screens long and will 
horizontally scroll dur¬ 
ing each fight. 


"Moving in any of the forward directions and press¬ 
ing the fire button will make the character punch, whilst 
a backward joystick movement with the fire button will 
select one of the kicks. Up and down with the fire but¬ 
ton will produce different actions according to the char¬ 
acter being played. Blanka and Chun 
Li stand on one leg and kick straight 
up in the air so it makes sense to 
make the up and fire a 'kick' for 
them. Ken and Ryu, however, both 
have a massive upward punch so the 
up and fire will be a punch for them. 

The Dragon Punch, performed by 
Ryu and Ken, would be called up by 
first moving down then up and fire 
all in quick succession. 

"Alternatively if you are prepared 
to use the keyboard as well as the 
joystick, then the final method 
involves using the keyboard as an 
extra fire button, doubling the amount of kicks and 
punches that the player can perform. Some characters 
have two special moves whilst others have three and 
they're all going to be present in the game, with the con¬ 
trol mapped as closely as possible to the coin-op. 

"Apart from the parralax and the animated backdrops, 
the only other thing missing from the Amiga that 
appears on the arcade machine will be a certain amount 
of moves in the joystick-only mode. Whereas on the coin¬ 
op you can perform three different speed kicks or punch¬ 
es for each height with each move inflicting a different 
amount of damage to the opponent, we have had to 
pick the best of the bunch, for the sake of simplicity. The 
proximity moves, performed when the two charac¬ 
ters are near to each other, are all in with no prob¬ 
lems. The bonus levels (where you have to kick a 


"The Artificial 
Intelligence of 
the opponents 
plays an important 
part as well, it's 
certainly not the 
'learn one move to 
beat a particular 
opponent 11 
situation" 

Tony Bickley 
Streetfighter 2 Producer. 
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■ know what you're thinking: "A 
conversion of a complex PC 3D 
game... Hmmm that's going to 
be really fast." But let me put 
your minds at ease. The team cod¬ 
ing Gunship 2000 are the very same 
guys who brought us Knights Of The 
Sky, a PC conversion itself, and one 
of (if not the) best flight simulations 
ever to be released on the Amiga. 
That out of the way, then, let us pro¬ 
ceed... 

The team's main goal is to make 
the Amiga version of Gunship 2000 
as good as, if not better than, the PC 
one - a formidable task considering 
the humble Amiga's capabilities. The 
biggest problem, of course, is keep¬ 
ing the whole game moving at a rea¬ 
sonable speed and much of their 
time has been spent recoding the 
graphics engine from scratch. One 
advantage of rewriting the game (as 
opposed to recycling whole chunks 
of the original PC code) is that the 
team have been able to enhance cer¬ 
tain game aspects and 'borrow' 
ideas from the PC's recently-upgrad¬ 
ed Gunship 2000 V2.0. 

Gunship 2000 is currently running 
at between five and ten frames a 
second, which is fairly impressive to 
say the least, and the improvements 
over the PC original are numerous, 
as Kevin explains. "The crew mem¬ 
bers and commanders of the other 
helicopters that you fly with- have 
had their logic improved so that 
they react more realistically. The arti¬ 
ficial intelligence of the enemy has 
also been tweaked so that they too 
act more logically to various situa¬ 
tions. We are also currently working 
on the actual landing of the heli¬ 
copter so that it will be possible 
to land on suitable hills at the 
correct angles - just as you can 


The ship of 1 




With Thunderhawk currently holding the 
'Most Accessible And Enjoyable Helicopter 
Flight SinT trophy. Microprose have decid¬ 
ed to act. Their next foray into the skies 
is Gunship 2000, a conversion of the top 
PC game. Simon Byron takes it for a pre¬ 
launch spin... 


in real combat situations". 

Like Knights of the Sky, Gunship 
2000 will cater for inexperienced 
pilots with the option of an 'Easy 
Flight' mode. You won't need to 
wade through a huge front end 
(although there's a wealth of options 
and menus that alter any aspect of 
the simulation if you wish) and after 
only a few key presses you can be in 
the air. The controls are fairly simple, 
too, with a choice of the four main 
control methods (mouse, keyboard, 
digital joystick and even an analogue 
joystick) available at any time. 

There is a strong 'personality' 
theme throughout the game and 
there are a number of people to iden¬ 
tify with and form a 'bond'. "At first 
you need to fly a number of solo mis¬ 
sions before you do actually fly with 
anybody", claims Kevin, "but after 
these battles have been successfully 
completed a squadron crew is intro¬ 
duced which you command and you 
can promote or award medals to the 
individuals as you see fit." 



There are three detail level options 
present in Gunship 2000 which alter 
the amount of polygons that the 
landscape is constructed of. More 
polygons means more detail and less 
speed, and vice versa. Although the 
frame rate on the maximum setting 
is not slow, the lowest setting posi¬ 
tively flies by. 


The game contains a number of 
scenarios (yes, including the usual 
Middle East ones) and they're hop¬ 
ing to include some more unusual 
Polar and City-based missions, 
although these features cannot be 
guaranteed at the moment. Kevin 
makes no bones about the fact that 
Gunship 2000 is*'more strategy ori¬ 
entated than Thunderhawk. In this 
game you can give orders to the 
other five members in your squadron 
which they will follow as best they 
can so it's possible to set complicat¬ 
ed traps and ambushes - something 
missing from Core's simulation. 

There are, at the moment, a total 
of six different helicopters to fly and 
each one handles slightly differently. 
"Each helicopter has its own charac¬ 
teristics and will come complete with 
their own sound effects which will 
further enhance the feeling of indi¬ 
viduality. In real life every chopper 
has its own distinct sound which 
we're hoping to accurately translate. 
One helicopter may cut through the 
air with two blades, making a sort of 
a 'whooshing' noise [and, it has to 
be said, the accurate noise that Kevin 
then made with his mouth made me 
feel as if I was interviewing him in a 
Huey and I soon began to feel quite 
airsick] whereas other 'copters will 
make more of a 'thudding' sound." 

Microprose has built up a huge 
database of military information 
over the past few years and this was 
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Gunship 2000 contains all the usual external views but 
Kevin has added an extra one, just for good measure. 
When you are locked on to an enemy the as yet 
unnamed view tracks the target, following just slightly 
behind. This means that when the enemy swoops and 
climbs, the camera will follow wherever the target 
moves, giving some pretty impressive shots - a bit like 
being on a rollercoaster, really. 


The rolling landscape certainly adds a degree of realism 
to Gunship 2000 and makes you appreciate just how 
'empty' some previous flight-sims were. This process 
was originally pioneered on the PC and therefore suited 
more to high-powered machines but the programming 
team have managed to keep the speed surprisingly fast 
on the Amiga. 


things to come 


The display in the cockpit contains an excellent target camera which gives an 
accurate display of the enemy that is currently being aimed at. This can be 
turned on or off and even the level of detail that the enemy is displayed in 
can be adjusted. 


a great help to the programmers 
when trying to work out the differ¬ 
ent 'handling' of each chopper. 
"What we've basically done is study 
the text book definitions of all the 
helicopters featured and implement¬ 
ed the differences as best we could. 
There is, obviously, only so much 
each particular 'copter can carry and 
they all act differently when carrying 
various loads." 


The number of external views are, if 
nothing else, useful for fully appreci¬ 
ating the rolling landscape effect. 
Whilst it is theoretically possible to 
fly the helicopter from these views it 
is unadvisable due to the lack of 
instruments and general information 
found in the cockpit. 


The landscape is pretty unique 
and there is a fair amount of move¬ 
ment on the ground with enemy 
vehicles and trains ferrying to and 
fro. Although the game slows down 
slightly when there is a fair amount 
of action, Kevin is confident that the 
number of detail levels will strike a 
happy balance between graphics and 
speed. "There are different options 
for both scenery and object detail 


and the whole program is adjustable 
right down to the camera detail on 
the control panel," comments Kevin. 
"We're hoping that most people will 
be able to find an acceptable con¬ 
figuration that will optimise their 
enjoyment of the game. 

"The actual terrain is fairly differ¬ 
ent to most that you'll come across 
in 'ordinary' simulations in that it's a 
kind of 'rolling landscape'. That 
means that instead of the situation 
in, say, Knights of the Sky where you 
had a flat landscape with a couple of 
hills here and there, Gunship 2000 


contains a smoothly scrolling land¬ 
scape which gradually gains and 
loses height over the varying dips 
and bumps. You may not actually 
think you're losing height while 
you're flying level but your altitude 
is changing al-l the time over the dif¬ 
ferent heights of the ground. So 
rather than a flat landscape with 
objects plonked on it, what you get 
here is a realistic undulating terrain." 


Although much has been said 
about the rather unique 'mission 
builder' which would have allowed 
complete and unique missions to be 
generated from scratch, Kevin thinks 
that, unfortunately, this feature will 
not be included in the final version 
before its release in time for Christ¬ 
mas as there simply isn't enough 
time. However, it may make it to the 
possible sequel. The Automatic-Pilot 
facility has been successfully imple¬ 
mented, though, which means that 
you can just set your destination and 
watch the baby fly itself. There may 


not be quite enough time to pop out 
and make a cup of tea though, as 
control will be automatically 
switched back to manual if any 
enemy threat is sensed with an audi¬ 
ble warning to further alert the play¬ 
er. There is also a rather neat 'Terrain 
Dodging' feature which will, when 
activated, automatically maintain 
your height over the mountains." 

Kevin is satisfied that Gunship 
2000 will blow all other helicopter 
flight simulations out of the skies. 
"At the end of the day, what we 
have tried to do is make the game 
essentially fun. We don't want to 
make it one-hundred percent realis¬ 
tic and we don't want people to get 
shot out of the sky as soon as they 
take off. You need a sense of 
achievement when you've finally 
downed an enemy in a dogfight but 
it doesn't necessarily mean the game 
needs to be really difficult (and frus¬ 
trating). That's not to say that the 
game will be easy, though..." 

The fine job that the program¬ 
ming team have done is evident 
when comparing the Amiga version 
to the PC. The game is running at 
almost the same speed and the 
enhancements found in Gunship 
2000 on the Amiga (that are only 
present in the PCs sequel) will make 
this first foreray into the Gunship 
world an even better one for us 
than those boring IBM people 
experienced. 


iJ You need a sense of achievement 
when yotTve finally downed an enemy 
in a dogfight but it doesn't necessarily 
mean the game needs to be really 
difficult (and frustrating)." 

Kevin Buckner 
Gunship 2000 Programmer 




























as Knightlore were king. Whilst 
there's no denying the excellence of 
the old 8-bit isometrics, they proba¬ 
bly wouldn't stand up too well in 
today's market. Play- 
, wt a# £ m ers have 


line were decidedly 'eighties'. Nos¬ 
talgia probably had a lot to do with 
its success, reminding all the older 
gamers of those hazy days when 
Ultimate ruled 
and games «g| § 

such mm 1 Jl j 


ate a believable, life-like Middle 
Earth-ish world which would draw 
players in and capture their imagi¬ 
nations. Whilst looking a touch like 
Cadaver, the boys stress that this 
game is far more involved. "There 
was just too much time spent aim¬ 
lessly wandering around in Cadav¬ 
er", reckons Steve. "There was no 
interaction with other char¬ 
acters and the action was ^ 

not as 'fighting'-based jfimt** 

as Darkmere can be. m 
Our game is far 
more visually excit- 
ing with every i^Bfl Jj 
screen having |fi| 

animated back¬ 
grounds, things Cjfll 

which will help 
hold the atten- 
tion of the play- y h 
er". 

The isometric- 

has ilWP 


T he idea for Darkmere has been 
floating around for a couple of 
years now, although the game 
has only really been in development 
for eight months. 

In essence it's an arcade adventure 
mixed with RPG elements, set in a 
medieval fantasy world. The Dark- 
mere of the title is a malevolent 
black cloud which, for some strange 
reason, acts as a magnet for evil. As 
the cloud drifts across the country¬ 
side it attracts all the scum - thieves, 
brigands and, worst of all, ores - 
leaving a trail of destruction in its 
wake. The King of this fantasy realm, 
who is naturally not too chuffed at 
all this mayhem upsetting his civil¬ 
ians, sends his only son Ebryn to sort 
out the fearsome fog. 

Possessing only an Elven sword, 
which glows whenever an enemy is 
approaching, and a magical crystal 
from which help can be summoned 
five times during the game, the play¬ 
er must guide Ebryn through myste¬ 
rious locations and solve fiendish 
puzzles in an effort to eventually rid 
the kingdom of the Darkmere. 

Mark Jones, the game's designer, 
came up with the original storyline 
^hich, as he freely admits, has been 
influenced by The Hobbit and 
■ similar books. He wanted to cre- 


3D genre 
become some- r 
what stale 
recently. The last 
decent game of 
this type on the IB| 
Amiga was Ocean's 
Head Over Heels, which 
was immensely popular 
even if the puzzles and story- 


Combat is 

I an important 

; aspect of the 

game and here Ebryn 
is thrashing around with 
his magic Eleven sword. 
Vultures swoop from the skies to 
pick loose pieces of flesh from the 
bodies of slain characters. 


Deep in darkest Derby, 
preparations are 
underway to shake up 
the isometric-3D 
adventure genre with 
Darkmere. Billed as 
the game "Cadaver 
wasn't". Arcane 
Developments intend 
to inject new life into 
old Ultimate-style 
gameplay. Simon 
Byron took an Interci¬ 
ty trip up to meet the 
men behind the 
legend that will, in 
time, become 
Darkmere. 


Location 


Deep in the heart of the Ore Caverns Ebryn finds himself in yet another brawl. The programming team 
are hoping to include flickering flames in the pit down below to give a real feeling of depth to the 
chasms. Ebryn can perform three attacking moves and one defensive move so there is a fair bit more to 
to combat than just stabbing at the firebutton. The two energy bars on either side of the screen show 
that the pair are fairly evenly matched at this stage so there is a lot of fighting work to be done here. 
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The temple is packed with action and a good deal of quick thinking needs to be done if the gorgeous 
young lady is to be saved. Again, sound will play an important part on this screen with ear-piercing 
screams shattering the silence. The programming team have specifically created special sound effects 
for all the screens and, coupled with the immense amount of animation, should see Darkmere setting a 
new standard by which other arcade adventures will be judged. 


become more sophisticated and 
demand more complexity and depth 
n their games. 

Darkmere's designers intend to 
mprove upon the typical 'pick up 
vase, move to another location, place 
the vase on a block, etc, etc' puzzle 
by introducing a far more interactive 
style of play. As Mark explains, 

"All these sound 
effects should 
actually spook 
the player and 
really draw them 
into the game 
and, coupled with 
the actual 
gameplay, make it 
far more realistic 
than similar 
games we've 
seen." 

Mark Jones 
Darkmere Designer 


"Darkmere can be played in two 
ways, with the emphasis either on 
traditional adventuring or on com¬ 
bat. The balance is up to you. For 
example, in one puzzle you need to 
take some meat to a certain charac¬ 
ter. Meat can either be obtained by 
killing rabbits or by purchasing it 
from somewhere, which will obvi¬ 


ously involve obtaining money either 
by robbing or stealing. 

"These missions often don't turn 
out to be straightforward and it is 
this mesh of sub-plots that, we think, 
will make Darkmere a joy to play. 
What we've also tried to do is make 
sure that every puzzle is solvable in 
two ways or in a combination of the 


two styles. Although there are peo¬ 
ple that you've got to kill and puz¬ 
zles you need to use your brain on, 
we've tried to make the game as 
flexible to your own particular play¬ 
ing style as possible." 

The game begins with Ebryn in 
the middle of a village, his task 
ahead unknown. There are three 


These shots show a number of vari¬ 
ous items and furniture that will be 
found in the locations of Darkmere. 
The graphics are all drawn in 32- 
colour mode and the use of shading 
to indicate the lights reflecting off 
the polished wood and so on 
makes the game look exactly 
like a graphic novel. 
















main areas of 
play, the afore- 
mentioned 
village, a for¬ 
est and final¬ 
ly Ore Cav¬ 
erns, each 
containing over 
150 isometric-3D 
locations. The villagers are 
a mixed bunch, some helpful, oth¬ 
ers just plain mad, and it is via con¬ 
versation with them that the various 
sub-missions are revealed. Conver¬ 
sations are initiated by selecting a 
'topic' to talk about from a menu. At 
first the player only knows three top¬ 
ics - Ores, Darkmere and Malthar (an 
old magician friend of the King's 
who will offer help when found) - 
but once conversations are started 
key words in the responses will be 
added to the topics menu and can 
be talked about further. 

It is the graphics and more specif¬ 
ically the sound in Darkmere which 
will impress most people. There are 
sounds effects for most situations - 
winds howl, waterfalls roar, chairs 
squeak, music plays, the list is 
almost endless. Arcane believe that 
sound is an often overlooked aspect 
of games but Darkmere contains 
over lOOK's worth of sampled sound 
in each level. If the player is a few 
screens from a fight or an attack 
then the sound of screaming will at 
first be very quiet, building up until, 
when only one screen away, the 
effect is at full volume. 

Although there is no actual 
speech in the game, audible mur¬ 
muring can be heard in the many 
public houses in the village. "Unfor¬ 
tunately there was just no memory 
left for speech", explains Mark. "The 
game is already packed to the brim 
with graphics and sound to convey 
the atmosphere we want. Cobbled 
streets will echo and bar signs will 
blow in the wind with an eerie creak¬ 
ing sound. All these sound effects 


"Although there 
are people that 
you've got to kill 
and puzzles you 
need to use your 
brain on, we've 
tried to make the 
game as flexible 
to your own par¬ 
ticular playing 
style as 
possible." 
Mark Jones 
Darkmere Designer 

should actually spook the player 
and really draw them into the game 
and, coupled with the actual game- 
play, make it far more realistic than 
similar games we've seen. 

"All these RPG's are very well as 
far as they go but who actually goes 
up to somebody and, having decid¬ 


(Below) We find ourselves in one of the more happier locations in the 
game, the Waterfall. Birds tweet, the waterfall gushes and generally this 
part of the forest looks like the ideal place to stop for a quick rest and 
maybe a spot of skinny-dipping. 


ed to fight them, throws a dice to 
see who wins? It's ridiculous! Our 
system actually relies on proper 
fighting moves. The energy of both 
characters involved in the dispute are 
displayed on-screen so you can 
decide whether it's worth taking the 
risk and fighting or accepting the 
easy way out and running for it". 

The graphics are exceptional and 
the tiny animations of all the various 
backgrounds amazing. The images 
really do feel dark and moody and it 
is quite inspiring to see programmers 
taking such a 'realistic 1 attitude 
towards the artistry instead of opt¬ 
ing for a more comical style of 
graphics which, although fine in their 
place, would certainly not belong in 
the seedy world of Darkmere. 

All is not dark and depressing, 
though, as there are quite a few in¬ 
jokes fqr RPG fans (for example, one 
of the pubs is called the 'Tolk Inn', 
geddit?) and the game contains a 
fair amount of humour within the 
characters. There is an extremely 
scatter-brained old lady who'll 
spouts rubbish all the time whilst 
swinging on her rocking chair and a 
weapons enthusiast who sits on a 
bridge all day talking about nothing 
but swords and shields. 

Mark is really happy with the way 
the game has progressed. "It has all 


The inn is positively 
bustling with activity and, 
once again, all the individ¬ 
ual characters are busy 
'doing their own thing'. 
People smoke, drink, tap 
their feet and generally 
perform all the actions 
that you'd expect in a 
local, friendly (?) public- 
house. Whether the coders 
will have time to introduce 
a vomiting animation or 
sequence showing drunken 
blokes trying to get off 
with some of the beautiful 
women remains to be 
seen. Let's hope so. 


Arcane Developments - the men 
behind Darkmere (from bottom, 
running clockwise): Steve lies, Paul 
Hodgson, Andrew Buchanan, Mark 
Jones and Stewart Gilray. 


turned out exactly as I'd planned it, 
although I would have originally 
liked longer to develop the game. I 
don't think that the time restrictions 
placed on us have meant that there 
is anything we have purposely omit¬ 
ted, there's just a few extra things 
that we haven't been able to add - 
nothing important that will detract 
from the way the game actually 
plays, though. And I do want to do a 
follow-up, so hopefully all those 'lit¬ 
tle things' will be included in that." 



Character interaction is 
another important part of 
the adventure - in fact, it's 
the only way to make 
progress. The cobbled 
streets are usually crowed 
with interesting people 
and a few meaty facts can 
be gleaned by asking the 
right questions. One thing 
that can't be made clear 
from these static shots is 
the amount of movement 
on the screen. Everybody 
in this shot will have an 
associated animation so 
that the place 'feels' like a 
real street. The attractive 
'lady of the night' looks 
fascinating and I wouldn't 
mind a quick spot of 'inter¬ 
action' with her! 
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I n the Sega Megadrive market. 
Electronic Arts is in a unique posi¬ 
tion - unlike most console pub¬ 
lishers, who are bound by cast-iron 
legal restrictions imposed by the 
hardware manufacturers that decree 
which games are fit for release and 
which aren't, EA has a 'privileged 
relationship' with Sega that grants 
them a great deal of freedom in 
games they can put out. 

It's a position that has allowedEA 
to branch out and experiment with 
original titles that stand out from the 
usual platform dirge. Games like 
John Madden Football, Road Rash 
and, most notably, the superb heli¬ 
copter-based blaster Desert Strike. 

Based loosely on last year's con¬ 
flict in the Gulf, and firstreleased 
while the bullets were still flying in 
Kuwait and Iraq, the game was, if 
you'll forgive the pun, a storming 
success - although it was criticised as 
insensitive by some for using the 
bloody desert campaign as the basis 
fora shoot-'em-up. Now that the 
Mother Of All Battles is long since 
over, Amiga Desert Strike's bound to 
be less controversial - but that 
shouldn't stop hordes of gamers 
flocking to snap it up. So impressive 
is the game's reputation that it's a 
strong contender for this year's cov¬ 
eted Christmas Number One spot . 

Unsubtly subtitled Return to the 
Gulf, Desert Strike's story is dis¬ 
turbingly familiar - a crackpot Mid¬ 
dle Eastern dictator is on the verge 
of obtaining nuclear capability and 
starting World War III, so Uncle Sam 
barges in, guns blazing, to put him 
in his place. The player takes the con¬ 
trols of a McDonnell-Douglas AH-64A 
Apache, flying the gunship deep 
into enemy territory to complete a 
series of increasingly complex mis¬ 
sions. Objectives range from destroy¬ 
ing airfields and SCUD missile sites to 
plugging oil wells (topical, eh?) and 
taking out the general himself. 

It sounds conventional enough, 
but Desert Strike's neither a straight 
shoot-'em-up nor a serious military 
simulation, but rather an interesting 
mixture of the two. Anyone can pick 
it up and start blasting immediately, 
but it takes time to master the con¬ 
trols and learn to play properly - fuel, 
ammunition and armour is limited, 
and players must plan missions 
strategically if they're to be success¬ 
ful, rescuing stranded allies and 
winching up fresh supplies along the 
way. Enemies range from foot sol¬ 
diers to tanks, SAM launchers, 
machine-gun jeeps and helicopters. 

The team responsible for bringing 
Desert Strike to the Amiga is the 
samein-house team that did such a 
good job on John Madden Football 
last year. Headed up by Steve 
Wetherill and programmer Gary 
Roberts, they've been working 


As the world waits with bated breath, the team behind the chart¬ 
topping John Madden Football is busy converting another of Elec¬ 
tronic Arts' Megadrive blockbusters to the Amiga. Desert Strike is 
the game everyone wants to see - but will it be worth the wait? 
Gary Whitta was airlifted to EA's Langley-based programming HQ 
to find out... 



since March and are now pulling out 
the stops to make sure the game's 
finished in time for its Christmas 
release. When the team was initial¬ 
ly offered a choice of three projects 
for Amiga conversion - Desert Strike, 
Road Rash or EA Hockey - Gaz and 
the gang promptly plumped for 
Desert Strike. "We liked the look and 
feel of the game, it was different," 
Gary explains. "It's very close to real 
life as well." 

So, how is our version going to 
stack up next to the impressive orig¬ 


inal? Well, because the Megadrive is 
better suited technically to run a 
fast-moving sprite-based game like 
Desert Strike, the Amiga version isn't 
quite as smooth as the original. The 
graphics animate at only half the 
frame rate - although when the 
game's in action it takes a trained eye 
to notice any real difference. "It's 
mainly due to the way that the 
Amiga's hardware works," Gary 
explains, "but the conversion is just 
as fast - things move at the same 
speed, it's just that they're not as 


smooth. But you don't really notice." 

Apart from that, however, the 
team haven't had to compromise on 
anything - in fact, not content to 
simply port the game across, they've 
enhanced many of its aspects to take 
advantage of the Amiga's superior 
graphical and sound hardware. 
Although the original Megadrive 
authors supplied the team with all 
the graphics, including over 2000 
animation frames, nothing has been 
simply converted over - instead,^ 
every sprite and background block 
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has been painstakingly redrawn with 
extra detail and in 64 colours. "We 
wanted it to look more like an Amiga 
game than a Sega game," says Gary. 

The result is a (fame that looks 
noticeably better than the original - 
and it should sound better too, with 
all effects beefed up and sampled 
speech included to add to the atmo¬ 
sphere. Again, it would have been 
easy to translate Rob Hubbard's orig¬ 
inal theme music, but according to 


sound man Jason White- 
*** ley that would have been 
"boring", and so every¬ 
thing is redone from scratch, using 
the Amiga's 4-channel chip. 

As for the game itself, though, lit¬ 
tle is going to to change. "There isn't 
any reason to change the actual 
game, as it's good enough already,' 
Steve explains. "If we wanted to we 
could change it off our own backs, 
but we wouldn't necessarily get US 
approval." There has been one minor 
gameplay change however, which 
has had to be made on grounds of 


good taste - after British soldiers 
were inadvertently killed by 'friend¬ 
ly fire' from American aircraft during 
the Gulf conflict, it's no longer pos¬ 
sible for the player to shoot his own 
troop, which would no doubt have 
been considered insensitive. Some of 
the intro's more graphic torture 
scenes have been removed too. 

Amiga owners will instead get a 
new version of the intro and a disk 
featuring a special minute-long 3D 
animation showing an Apache and 
a Russian Mil-24 Hind dogfighting 
over the sand dunes. "There's much 


more presentation on the Amiga ver¬ 
sion," says Steve. "I think you can get 
away with less on the Megadrive. 
The Amiga market expects more. 

Another pivotal aspect of the con¬ 
version is the new control method. 
Megadrive Desert Strike's sophisti¬ 
cated control is made easy by the 3- 
button joypad but for the Amiga the 
team have had to rethink the whole 
thing. "We've got three control 
methods, mouse, joystick and key¬ 
board," Gary explains. "On joystick 
you use the keyboard to select 
weapons. With the mouse you don't 
need to touch the keyboard because 
there are two buttons. We ve got the 
mouse control sorted out quite well, 
so hopefully most people will use it." 

Having seen Desert Strike running 
on both machines, I predict that 
Amiga gamers will have something 
rather special to stick up the noses of 
their Megadrive-owning mates come 
Christmas. It's becoming increasing¬ 
ly heartening to see that anything 
consoles can do, the Amiga is still 
doing bigger, better and beefier... 


5TEN UP-PILOTS 
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"We liked the 
look and feel 
Desert Strike, 
was different. 
It's very close 
to real life as 
well." 

Gary Roberts 
Desert Strike Programmer 


(Far left) One of the yet-to-be- 
finished frames from ASD's pre¬ 
game intro sequence. 

(Left) The cameo pictures of the 
Apache co-pilots are actually EA 
office staff - the final shortlist will 
be selected from this motley crew of 
digitised mugshots - the inflatable 
sheep on the left is unlikely to be 
included, though. 

(Far right) The Desert Strike team- 
from left to right, David Colclough, 
Jason Whitely, Steve Wetherill and 
Gary Roberts. 














LOTUS TURBO 

11.99 


D-GENERATION TITUS THE FOX 

10.99 9.49 


POWER UP 


WHEELS OF FIRE 

7.99 


HOLLYWOOD COLLECTION 

9.99 


RAINBOW COLLECTION 

9.99 


CAPTIVE 

6.99 


SPACE CRUSADE RAILROAD TYCOON CHAMP MGR 

12.99 13.99 12.99 


MICROPROSE GOLF 


JAGUAR XJ220 SCRABBLE 

9.99 12.99 


FI9 STEALTH 

14.99 


THUNDERHAWK BATTLE OF BRITAIN 

9.99 11.99 


KICK OFF 2 

8.99 


JACK NICKLAUS 

6.99 


HARLEQUIN FIRST SAM & MEGALO UTOPIA 

12.99 13.99 11.99 


INDY JONES ADV LEMMINGS BLUES BROTHERS 

9.99 12.49 8.99 


LEANDER 

10.99 


XENON 2 

6.99 


SHADOWORLDS . 1=1 

SHUTTLE. 19i 

SILENT SERVICE 2 (1 MEG) (NOP) .22f 

SIM ANT . 221 

SIM CITY & POPULOUS . 7M 

SIM CITY ANCIENT CITIES . M 

SIM CITY FUTURE WORLDS .4 

SIM CITY TERRAIN EDITOR...•§ 

SPACE CRUSADE... ........ JM 

SPECIAL FORCES ...... 

SPEEDBALL 2 ..1=1 

SPELLING FAIR (7-13 YRS) .1*| 

SPIRIT OF EXCALIBUR (1 MEG) (NOP). .. M 

STARUSH . iM 

STEVE DAVIS SNOOKER.4 

STORM MASTER . iM 

STRATEGY MASTERS (POPULOUS, HUNTER, 

SPIRIT OF EXCALIBUR, CHESSPLAYER 2150, 

DEUTEROS) ..t..14 

STREETFIGHTER 2 . IBl 

STRIKER .. .m.mJsI 

STUART PEARCE’S SOCCER SELECTION'® 

(KICK OFF 2, MICROPROSE SOCCER, 

MANCHESTER UNITED, INT SOCCER) .14 

SUPER HANG ON . M 

SUPER HERO.14 

SUPER SPACE INVADERS. M 

SUPREMACY........ ...............IN 

SWORD OF SODAN ...4 

T.N.T (APB, HARD DRIVIN’, TOOBIN, 

DRAGON SPIRIT, XYBOTS) (NOP).4 

TEAM YANKEE . 1'J 

TERMINATOR 2. 4 

THE LOST TREASURES OF INFOCOM 1 

(20 CLASSIC INFOCOM TITLES) .2*1 

THE MANAGER (NOP).4 

THUNDERHAWK. M 

TITUS THE FOX . 4 

TRODDLERS .4 

TROJAN - ALIEX (LIGHT PHA2ER GAME) .M 

TROJAN - CYBER ASSAULT (LIGHT PHAZER GAME -A 

TROJAN - FIRESTAR (LIGHT PHAZER GAME) . % 

TROJAN - THE ENFORCER (LIGHT PHAZER GAME) * 

TV SPORTS FOOTBALL . 4 

UGH . 4 

ULTIMA 5... 13 

ULTIMA 6(1 MEG).4 

UTOPIA . 4 

UTOPIA NEW WORLDS DATA DISK .4 

VIKINGS - FIELD OF CONQUEST.4 

VROOM . 4 

VROOM DATA DISK...4 

WALKER .4 

WHEELS OF FIRE (HARD DRIVIN’, POWERDRIFT. 

CHASE H.Q, TURBO OUTRUN) (NOP) .J 

WING COMMANDER 1. 2d 

WIZ-KID . 4 

WIZARDRY 6 - BANE OF THE COSMIC FORGE ...4 

WOLFCHILD .4 

WORDWORTH VI.IE A500P W/PROCESSOR 
(SPECIAL ENHANCED 2MEG VERSION WITH 1 ME' 

UPGRADE FOR AMIGA A500 PLUS) .4 

WORDWORTH VI.IE A600 W/PROCESSOR 
(SPECIAL ENHANCED 2MEG VERSION WITH 1 MEG 

UPGRADE FOR AMIGA A600) .4 

WORDWORTH WORD PROCESSOR (1 MEG) . 74 

WWF WRESTLING . 4 

WWF WRESTLING 2. 4 

XENON 2 MEGABLAST... 4 


NIGEL MANSELL’S WORLD CHAMPIONSHIP 

NUCLEAR WAR ... 

OPERATION WOLF....................--- 

PACMANIA . 

PAGESETTER 2.0 DESK TOP PUBLISHING ... 
PAGESTREAM 2.2 DESK TOP PUBLISHING . 
PAINT N CREATE EDUCATIONAL ART (5+).. 

PANG . 

PARASOL STARS. 

PAWN (M/SCROLLS) . 

PEN PAL WORD PROCESSOR. 

PERFECT GENERAL . 

PGA TOUR GOLF + COURSES. 

PGA TOUR GOLF COURSE DISK. 

PINBALL DREAMS (1 MEG) . 

PIRATES (NOP)..... 

PITFIGHTER... 

PLAN 9 FROM OUTER SPACE .................... 

PLAYER MANAGER .... 

POOLS OF DARKNESS ... 

POPULOUS & SIM CITY ..... 

populous 2............ 

POPULOUS 2(1 MEG).. 

POPULOUS 2 + DATA DISK .. 

POPULOUS 2 CHALLENGE DATA DISK. 

POWER UP (CHASE H.Q, TURRICAN, X-OUT, 


.19.49 HOOK ......1699 

.17.99 HUMANS....1799 

.17.99 IAN BOTHAM'S CRICKET .19.49 

.19.49 IK+ .8.49 

. 10.99 INDIANA JONES 2 ADVENTURE (FATE OF ATLANTIS) 23.99 

.21.99 INDIANA JONES ADVENTURE .9 99 

.15.49 INDY HEAT.16.99 

.19.99 INTERCEPTER - RENEGADE LEGION (SSI) .10.99 

.24.99 INTERNATION RUGBY CHALLENGE .17.49 

ION) INTERNATIONAL SPORTS CHALLENGE .19.49 

ISHAR - LEGEND OF THE FORTRESS ...15.99 

.49.99 JACK NICKLAUS GOLF.....6.99 

.13.99 JAGUAR XJ220 (1MEG)...9.99 

.19.99 JAMES POND ...7.49 

) 19.49 JAMES POND 2 - ROBOCOD...16.99 

.19.99 JET SET WILLY .....9.99 

.16.49 JIM POWER .......18 99 

.10.99 JIMMY WHITES SNOOKER................................ 14.99 

.22.99 JINXTER (M/SCROLLS).3.99 

.19.49 JOHN BARNES EUROPEAN FOOTBALL .16.99 

IS 8.49 JOHN MADDEN’S (U.S.) FOOTBALL . 

.19.49 KGB ........ 

.16.49 KICK OFF + EXTRA TIME DISK (NOP) .... 

.19.99 KICK OFF 2(1 MEG) ...... 

.23.99 KICK OFF 2 D/S .. 

.14.99 KICK OFF 2 FINAL WHISTLE . 

.14.99 KICK OFF 2 GIANTS OF EUROPE . 

.19.99 KICK OFF 2 RETURN TO EUROPE. 

KICK OFF 2 WINNING TACTICS . 

.22.99 KICK OFF 3.. 

UB, KIDSTYPE JUNIOR WORD PROCESSOR 

.13.99 KIND WORDS 3 WORD PROCESSOR. 

.89.99 KNIGHTMARE . 

.16.99 KNIGHTS OF THE SKY (1 MEG) . 

.16.99 LAST NINJA 2 ..... 

.13.99 LEANDER ..... 

.11.99 LEGEND .. 

.23.99 LEISURE SUIT LARRY 2. 

,.19.49 LEISURE SUIT LARRY 5 (1 MEG). 

,.22.99 LEMMINGS......... 

...7.99 LEMMINGS 2 . 

...7.99 LEMMINGS DATA DISK - OH NO! . 

...7.99 LETHAL WEAPON. 

.16.99 LOMBARD RAC RALLY. 

.14.99 LOTUS 3 - THE FINAL CHALLENGE . 

.. 16.99 LOTUS TURBO CHALLENGE 2. 

.16.99 LURE OF THE TEMPTRESS . 

..16.99 MAGIC POCKETS. 

.16.99 MANCHESTER UNITED EUROPE . 

...7.99 MANIC MINER .••. 

.. 16.99 MCDONALDS LAND.17.49 

...8.49 MEGA SPORTS (SUMMER GAMES 1 & 2, WINTER GAMES)16.99 

..16.99 MERLIN’S MATHS (7-11 YRS) .18.99 

...7.99 MICRO ENGLISH (8 YRS TO GCSE. 

..17.99 CONFORMS TO NATIONAL CURRICULUM) .16.99 

..15.99 MICRO FRENCH (BEGINNER TO GCSE. 

..21.99 CONFORMS TO NATIONAL CURRICULUM).16.99 

..19.49 MICRO GERMAN (BEGINNER TO GCSE. 

..12.99 CONFORMS TO NATIONAL CURRICULUM) .16.99 

..22.99 MICRO MATHS (11 YRS TO GCSE. 

...8.49 CONFORMS TO NATIONAL CURRICULUM) .16.99 

..21.99 MICROPROSE 3D GOLF.13.99 

..22.99 MIDNIGHT RESISTANCE .8.49 

..11.99 MIDWINTER ....15.99 

..19.49 MINI OFFICE (WORD PROCESSOR, SPREADSHEET, 

....8.99 DATABASE AND DISK UTILITIES) .38.99 

MONSTER PACK 2 (KILLING GAME SHOW, 

AWESOME, BEAST 2). 13.99 

....9.99 MOTORHEAD. H-99 

..37.99 MYSTICAL.2.99 

.16.99 NEW ZEALAND STORY.8.49 


3D CONSTRUCTION KIT.. 14.99 

3D CONSTRUCTION KIT 2 .32.99 

4 WHEEL DRIVE (LOTUS ESPRIT TURBO, TEAM 

SUZUKI, TOYOTA CELICA, COMBO RACER) .19.49 

A-TRAIN (1 MEG) .. 24.99 

A320 AIR-BUS . 21.99 

ADDAMS FAMILY (1 MEG) ..16.99 

ADI ENGLISH (11-12) . 16.99 

ADI ENGLISH (12-13) . 16.99 

ADI MATHS (11-12) ..16.99 

ADI MATHS (12-13) . 16.99 

ADVANTAGE TENNIS .....16.99 

AFTERBURNER . 8.49 

AGONY. 10.99 

AIR BUCKS.17.99 

AIR SEA SUPREMACY (GUNSHIP, SILENT SERVICE, 

P47, WINGS, CARRIER COMMAND) .19.99 

AIR SUPPORT . .....16.99 

ALIEN BREED (SPECIAL EDITION) (1 MEG) .8.99 

AMNIOS. 7.99 

AMOS (GAMES CREATOR) .29.99 

AMOS 3D (REQUIRES AMOS) .22.99 

AMOS COMPILER (REQUIRES AMOS) .19.99 

AMOS EASY (FIRST STEPS TO PROGRAMMING) 22.99 
AMOS PROFESSIONAL (THE ULTIMATE AMIGA 

PROGRAMMING TOOL) . 44.99 

APIDYA . 16.99 

AQUATIC GAMES.....19.49 

ARABIAN NIGHTS. 15.99 

ARCHER MACLEAN’S POOL. 17.99 

ARKANOID 2. 8.49 

ARMALYTE . 3.99 

ARMOUR-GEDDON. 9.99 

ARMOUR-GEDDON 2 .19.49 

ASHES OF EMPIRE . 23.99 

ASSASIN (1 MEG). .....17.49 

AV8B HARRIER ASSAULT.24.99 

B.A.T. 2 ...22.99 

B17 FLYING FORTRESS............22.99 

BARBARIAN 2 (PSYGNOSIS).14.99 

BATMAN THE MOVIE... 8.49 

BATTLE ISLE (NOP). 19-99 

BATTLE ISLE DATA DISK . ........14.99 

BATTLE OF BRITAIN .11.99 

BEACH VOLLEY ...•.8.49 

BILL’S TOMATO GAME .16.99 

BIRDS OF PREY (1 MEG) . 22.99 

BLACK CRYPT .16.99 

BLUE MAX . 19.99 

BLUES BROTHERS . 8.99 

BREACH 2 (ENHANCED).18.49 

BUSINESS PACK FOR AMIGA - WORDWORTH WORD 
PROCESSOR, K-SPREAD 2 SPREADSHEET AND K- 


.16.99 

.14.99 

.29.99 

.19.99 

.22.99 

...8.49 

.10.99 

.19.99 

.12.99 


DATA DATABASE 


CADAVER 


CAPTIVE . 6.99 

CASTLES (1 MEG) .19 49 

CASTLES DATA DISK. -.11.99 

CEASAR ..-.19-49 

CELTIC LEGENDS . 19.99 

CHAMPIONSHIP MANAGER . .-12.99 

CHAOS ENGINE . .....19.99 

CHART ATTACK (LOTUS ESPRIT, GHOULS ‘N’ 
GHOSTS, JAMES POND, VENUS THE FLY TRAP) 19.49 

CHUCK ROCK .8.99 

CHUCKIE EGG. 9.99 


CHUCKIE EGG 2 


CIVILIZATION... 

COOL WORLD . 

CORRUPTION (M/SCROLLS) 
CRAZY CARS 3. 


ZOOL (1 MEG) 


H WITH REMOTE 
CONTROL 

199.9S 

ENABLES MONITOR QUALITY PICTURE FROM AMIGi 
SUPER NES, MEGADRIVE OR MASTER SYSTEM 1 VIA 
SCART CONNECTION. ALSO SUITS ATARI ST AND A 
CONSOLES VIA NORMAL RF INPUT. 

INCLUDES REAR SCART/EURO OR FRONT A/V INPU 
(FROM SUPER NES STEREO LEAD OR VIDEO 
CAMERA) TO A/V CHANNEL. 60 CHANNEL TUNING. 
BLACK TRINITRON SCREEN. INCLUDES INDOOR 
LOOP AERIAL. EXCEPTIONAL QUALITY. 

FREE SCART LEAD (STATE AMIGA, SEGA OR SNES) 
FREE SPECIAL RESERVE MEMBERSHIP 


AMIGA 


AMIGA 600 


AMIGA 600 


600HD EPIC 
PACK WITH 
INTERNAL 20 
MEG HARD 
DRIVE 


WILD, 

WEIRD, 

WICKED 

PACK 

319.99 


LEMMINGS 

PACK 




BUILT-IN TV MODULATOR, 1 MEG RAM EXPANDABLE TO 2 
MEG 

1 YEAR IN-HOME SERVICE WARRANTY WITH OPTION TO 
EXTEND 

FREE DELUXE PAINT 3, FREE LEMMINGS, 

FREE SPECIAL RESERVE MEMBERSHIP 


MICROPROSE GRAND PRIX, PUSH OVER, PUTTY, DELUXE 
PAINT 3, BUILT-IN TV MODULATOR, 1 MEG RAM EXPANDABLE 
TO 2 MEG 

1 YEAR IN-HOME SERVICE WARRANTY WITH OPTION TO 
EXTEND 

FREE SPECIAL RESERVE MEMBERSHIP 


EPIC, ROME, MYTH, TRIVIAL PURSUIT, 

LANGUAGE LAB, DICTIONARY (5 LANGUAGES), DELUXE PAINT 
3, BUILT-IN TV MODULATOR, 1 MEG RAM EXPANDABLE TO 2 
MEG, 1 YEAR IN-HOME SERVICE WARRANTY WITH OPTION TO 
EXTEND 

FREE SPECIAL RESERVE MEMBERSHIP 


(HARDWARE PRICES INCLUDE VAT & CARRIAGE TO UK MAINLAND) 


600204 . Special Reserve Sal*27' 


Games marked (NOP) will not work on the A500 Plus or A600 





































































































































































































PREMIER CONTROL CENTRE FOR 
AMIGA A600 (CUSTOM FIT) 

(STEEL MONITOR STAND WITH 

EXTRA SHELF FOR EXTERNAL 

DISK DRIVES ETC PLUS CABLING 

FOR EASIER CONNECTION OF JOYSTICKS/MICE) 

34.99 

PREMIER CONTROL CENTRE FOR 
AMIGA A500 OR A500 PLUS 32.99 


TECHNO SOUND TURBO SOUND SAMPLER FOR 
AMIGA INCLUDING LEAD FOR ATTACHMENT TO 
WALKMAN/DISCMAN 
27.99 

SOUND ENHANCER 
FOR AMIGA 
(BOOSTS SOUND) 

34.99 


Ul I l£blM 12UD+ PRINTER 
9 PIN, 80 COLUMN, 144 CPS/25NLQ, 

2NLQ/1 DRAFT FONT, 24 MTH WARRANTY. 
HIGH QUALITY MONO PRINTER. 

FREE MEMBERSHIP 

FREE PRINTER LEAD 129.99 

CITIZEN SWIFT 9 

WITH COLOUR KIT 9 PIN, 80 COLUMN, 
192CPS/48NLQ, 3NLQ/1 DRAFT FONT, 

24 MTH WARRANTY. A 9 PIN PRINTER 
WITH COLOUR FACILITY AND FULL PAPER 
HANDLING FUNCTIONS. 

FREE MEMBERSHIP 

FREE PRINTER LEAD AA 

FREE COLOUR KIT ■©*#•▼▼ 




SCREENBEAT STEREO 

SPEAKERS FOR AMIGA OR PC. REQUIRE 4AA 
BATTERIES OR MAINS ADAPTOR. DESIGNED 
SPECIFICALLY FOR COMPUTERS INCLUDING 
MOUNTINGS FOR ATTACHMENT TO MONITOR. 

19.99 

MAINS ADAPTOR FOR SCREENBEAT SPEAKERS 7.99 


SPEAKERS FOR AMIGA OR ST 
BUILT-IN AMPLIFIER WITH VOLUME CONTROLS 
___ 34.99 


TECNOPLUS FAMILY 

COMPENDIUM (KIND — 

WORDS 3 

W/PROCESSOR, __ 

JIMMY WHITE'S -“- 

SNOOKER. JOYSTICK, DUST COVER, FILE-A-DISK, 
HEAD CLEANER, 5 BLANK DISKS AND MOUSE MAT 
47.99 


[Mouso 


NAKSHA MOUSE FOR AMIGA OR ST 
WITH OPERATION STEALTH 
24.99 

SQUIK MOUSE FOR 
AMIGA OR ST 
12.99 


CLEANING KIT FOR COMPUTERS 

(INCLUDES VACUUM) - 

19.99 


MOUSE MAT 4.99 


EXTERNAL 3.5” DISK 
DRIVE FOR AMIGA 
WITH SONY/CITIZEN 
MECHANISM. QUIET, 
HIGH QUALITY, SLIM 
UNE DESIGN. 
49.99 


A501 AMIGA (WITH BART) 
512K RAM EXPANSION 
GENUINE COMMODORE 
ITEM WITH CLOCK 
FREE BART SIMPSON GAME 
34.99 


UCKLAUS 


-— POWER SCAN AMIGA 

HAND SCANNER 
(VERSION 2) TRUE GREY SCALE 100-400 DPI 
(INCLUDES SOFTWARE) 
89.99 


STAR LC24-20 24 PIN 

80 COLUMN, 192CPS/64LQ, 

5LQ/1 DRAFT FONT, 12 MTH WARRANTY. 
24 PIN QUALITY AT 9 PIN PRICE. 

FREE MEMBERSHIP 

FREE PRINTER LEAD OAjft OC 


512K AMIGA RAM WITH CLOCK FOR A500 AND A500+ . 

512K AMIGA RAM WITHOUT CLOCK FOR A500 AND A500+ . 

1 MEGABYTE AMIGA RAM UPGRADE FOR A500 PLUS 

(TECHNOPLUS) (GIVES 2MB RAM IN TOTAL) 3 . 

1 MEGABYTE A600 RAM UPGRADE WITH CLOCK . 

REPLACEMENT AMIGA POWER SUPPLY ..... 

TILT & SWIVEL MONITOR/TV STAND. FITS 14" MONITORS . 

HI-FI LEAD - AMIGA TO STANDARD PHONO INPUT . 

POPULOUS/FALCON LEAD (NULL MODEM CABLE) .... 

RF SWITCH FOR AMIGA, ST OR CONSOLE (SWITCH BETWEEN 

TV AERIAL AND COMPUTER WITHOUT DISCONNECTING) . 

SCART LEAD - AMIGA TO TV WITH SCART INPUT 

(GIVES MONITOR QUALITY PICTURE). 

DUST COVER FOR 80 COLUMN PRINTER (CLEAR PVC) . 

DUST COVER FOR AMIGA 500 OR ATARI ST (CLEAR PVC). 

DUST COVER FOR AMIGA 600 ..... 

DUST COVER FOR MONITOR OR TV (CLEAR PVC). 

3.5” DISK HEAD CLEANER.. 

3.3" DSDD Verbatim PACK OF SO 


CANON BJ-10EX 
BUBBLE JET 

64 NOZZLE, 80 COLUMN, 83LQ CPS 
2LQ/1 DRAFT FONT, 12 MTH WARRANTY. 
A SMALL, PORTABLE PRINTER, VERY 
QUIET IN OPERATION YET GIVING 
OUTSTANDING PRINT QUALITY. 

FREE MEMBERSHIP 01 

FREE PRINTER LEAD gmAtJJJ ’ 


(COLOUR) FOR CITIZEN SWIFT 9, 24, 224 OR 240C 

igpEKX FOR CITIZEN SWIFT 24, 224 OR 240 . 

.16 HCN FOR CITIZEN SWIFT 9 OR 120D+ . 

.16*EOS (COLOUR) FOR STAR LC20O .. 

• 5 (EC's FOR STAR LC20 ... 

.■EC* FOR STAR LC20O ....... 

y, BOM FOR STAR LC24-20.... 

; 16 p IXSTRIDGE FOR BJ10EX ................... 

,27ie*—3 LEAD (PARALLEL) FOR AMIGA, ST OR PC . 

lets - :0 v'ER FOR 80 COLUMN PRINTER (CLEAR PVC). 


Verbatim 


BANX DISK BOX 3.5’ 
(80) STACKABLE 


DELUXE DISK BOX 3.5” 
(80), LOCKABLE. DIVIDERS 
10.99 


GVP HD8+ 52 MEGABYTE 

AMIGA HARD DRIVE (SERIES II) WITH 
EXPANSION SLOTS TO UPGRADE 
AMIGA RAM TO 8 MEG 


VE) . 

-AZER GAME) 

I GAME) . 

AZERGAME) 


DISK BOX 3.5” (10 CAPACITY) 


DISK BOX 3.5” (80) 
LOCKABLE, DIVIDERS 

DISK BOX 3.5” (100) 
LOCKABLE, DIVIDERS 


GVP 2x1 MEG AMIGA RAM EXPANSION 
(SIMMS FIT IN GVP HARD DRIVE TO 
EXPAND AMIGA BY 2 MEG OR 4 MEG 
RAM) 


QUICKSHOT 127 
STARFIGHTER 
REMOTE 
CONTROLLER 
WITH TWO INFRA¬ 
RED JOYPADS 
29.99 


QUICKSHOT 137F 
PYTHON JOYSTICK 


QUICKJOY QJ1 
JOYSTICK (MICRO- 
SWITCHED) 


C FORGE 


QUICKSHOT 128F 
MAVERICK 1 
JOYSTICK 
12.99 


COMPETITION PRO 
EXTRA JOYSTICK 
(CLEAR BASE) 

10.99 

COMPETITION PRO 
STAR EXTRA 
14.99 

MINI COMPETITION 
PRO 5000 

11.99 


TROJAN LIGHT PHAZER 
GUN FOR AMIGA WITH 
SKEET SHOOT AND 
ORBITAL DESTROYER 
GAMES (OTHER GAMES 
AVAILABLE - SEE TROJAN 
IN AMIGA SOFTWARE) 

29.99 


Postcode 


GRAVIS AMIGA/ST JOYSTICK 
V WITH PADDED GRIP, 

© ADJUSTABLE HANDLE 

TENSION, PROGRAMMABLE 
BUTTONS --- 

23 99 i 

SPEEDKING 
ANALOGUE 
JOYSTICK FOR 

AMIGA, GIVES ANALOGUE CONTROL WIM 
OF MOST GOOD FLIGHT SIMULATORS I W JM 

12.99 I . 


Phone 


vy 

U1410 

FST 

EVISIC 

lONITOi 


LOGIC 3 SIGMA- 
RAY JOYSTICK 
11.99 

MINI COMP PRO 
STAR WITH 
AUTOFIRE 
13.99 


QUICKJOY FOOT JT T ip— , 

PEDAL. if EM LjS ESj jy. 
TRANSFERS ANY ^ ,, 

joystick 

FUNCTIONS OVER <«[ 

TO FOOT PEDALS. 

IDEAL FOR FLIGHT - 

ND DRIVING SIMULATIONS. COMPATABLE WITH ALL 
AMIGA/ST JOYSTICKS. ..18.99 


FREEWHEEL FOR AMIGA, 
DIGITAL STEERING WHEEL 

CONTROLLER _ 

22.99 


CHEETAH BUG 

JOYSTICK 

13.99 


ROBOSHIFT INTERFACE FOR AMIGA OR ST 
(PLUGS MOUSE AND 

JOYSTICK INTO ONE PORT) .14.9( 

FOUR PLAYER JOYSTICK ADAPTOR 
FOR AMIGA OR ST 

(FOR KICK OFF 2 ETC).....7.9< 

PORT EXTENSION ADAPTOR FOR AMIGA OR ST 
(CHANGE JOYSTICKS WITHOUT NEEDING 
TO REACH BEHIND COMPUTER)..5.9< 

JOYSTICK EXTENDER CABLE 

FOR AMIGA OR ST (3 METRES).6.9! 


QUICKSHOT 

AVIATOR 

22.99 


QUICKJOY 
JET FIGHTER 
JOYSTICK 
11.99 


c ROM AMIGA 
SYSTEM 1 VIA! 
ARI ST AND Al 


QUICKSHOT 

149 

INTRUDER 1 
22.99 


QUICKJOY 
TOP STAR 
JOYSTICK 
18.99 


VIDEO 

S'EL TUNING. 
5 INDOOR 


QUICKSHOT 
111 A TURBO 
2 JOYSTICK 


ZYDEC 

TRACK 

BALL 

24.99 


ERSHIP 
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Open to 8pm Weekdays 
and to 5pm Weekends 

We only supply members but you can order as you join. 

ANNUAL MEMBERSHIP 
UK £6.99 EEC £8.99 WORLD £10.99 

The Special Reserve full colour club 
magazine NRG is sent to all members bi- IK ** ^ 
monthly. NRG features full reviews of tfjLbll •' 

new games plus mini-reviews, new 
products. Special Reserve charts, 

Release Schedule and hundreds of fL, 

special offers. H&rJl 

PLUS - EVERY ISSUE CONTAINS 

£30 worth of money-off coupons 

to save even more money off our amazing prices. 

We sell games and accessories, all at amazing prices, for 
Megadrive, Master System, Game Gear, Super NES, 
Gameboy, NES, Lynx, Amiga, Atari ST, IBM PC and CDTV. 

Best Service, Best Prices, Biggest Selection 

120,000 people have joined Special 
Reserve, so don't delay, join today! 


Inter-Mediates Ltd. Registered Office: 2 South Block, The Maltings, 
Sawbridgeworth, Herts CM21 9PG. 

Inevitably, some games may not yet be released. Please phone Sales on 
0279 600204 for latest release dates and stock availability. 

r ~ we only"supplyXiembers but you can order as you join. 

THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 
(PLEASE PRINT IN BLOCK CAPITALS) Z( p 


Name_ 


Machine 


Enter membership number (if applicable) or 
Membership £6.99 UK. £8.99 EEC, £10.99 World 


item 


item 


item 


ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/Switch/Visa Switch Issue Nc_ 


Credit card 
expiry date_ 


Signature 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders: EEC software orders - no extra charge 
World software orders please add £1.00 per item. 
Non-software items please add 10% EEC or 25% World. 

Overseas orders must be paid by credit card. 




















































































































































































































Screen shots from 
various formats. 
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Just who the Hell do 




think they are? 


P orget about the Bitmap Brothers 
- Sensible Software are probably 
the closest you'll get to real-life 
pop-stars in this industry. Let's look at 
the facts: they have heavy-metal hair¬ 
cuts; they can play musical instruments; 
and they're distinctly odd. Well not 
exactly odd, more sort of... flamboyant, 
really. In fact the only discernible dif¬ 


ference between them and most of 
today's pop stars is that their products 
are actually quite good. Over the last 
few years they've been responsible for 
some of the best and most original soft¬ 
ware that the Commodore 64 and 
Amiga have seen - any C.V. that 
includes Wizball, The Shoot-'Em-Up 
Construction Kit, Mega-lo-Mania, Sen¬ 


sible Soccer and Wizkid is certainly not 
to be sniffed at. 

Sensible Software was formed by 
former schoolmates Jon Hare and Chris 
Yates in the Spring of 1986 - prior to 
that the long-haired duo (these days 
it's only Jon with the shaggy locks) 
tried their luck in the music biz with a 
number of - it has to be said - pretty 
unsuccessful rock bands. Their first 
band Deuce was as much a non-starter 
as those that followed it - namely 
Hamsterfish and Dark Globe - and it 
wasn't until their fourth attempt, with 
a band called Touchstone, that they 
were to get a whiff of stardom... until 
they discovered in an expose on Break¬ 
fast TV that the 'promoter' who they 
had shot a video with was, in fact, a 
crook who had done a runner not just 
on them but on numerous other 
young hopefuls! The cad! 

It was during these musical tinkerings 
that Chris first started to get interested 
in computers, gaining his first experi¬ 
ences by sending off for machines to 
mail order companies, playing with them 
on ten-day approval, and then sending 
them back. The duo's first game was 


Escape from Sainsburys, a text adventure 
in which the player was cast as a disen¬ 
chanted shelf-stacker whose mission was 
to escape from the supermarket while 
avoiding the attentions of the suspicious 
supervisors. Unfortunately (but rather 
predictably), it never saw the light of day 
and it wasn't until Jon and Chris had 
knocked out some commercial work 
(including Sodovthe Sorceror, a conver¬ 
sion of EA's Skyfox and versions of Inter¬ 
national Karate and Twister for System 
3) that Sensible Software was officially 
formed on March 10th 1986. And the 
rest is sort of history. 

Since then. Sensible Software has 
grown from just Chris and John to a 
company employing six and a half peo¬ 
ple (the half being freelance musician 
Richard Joseph) and with what are 
arguably the company's two best games 
out and about at the moment, the boys 
are enjoying a level of popularity not 
seen since their old glory days on the 64. 
And with no small amount of new titles 
in the pipeline, what better time to cor¬ 
ner the two men that started it all and 
get some answers out of them? 
Answers to questions like... 


They have odd haircuts. Their first game was called Escape from 
Sainsburys. And with their latest, they've just become the soft¬ 
ware world's equivalent of Bryan Adams, staying at Number One 
for a record-breaking fifteen weeks. Just who ARE these people? 
Only Gary Whitta was silly enough to dare ask... 


Sensible Software at Wembley 
Stadium, 30th March 1992. The team 
in full are, from left to right: Mr X, 
Stoo Cambridge, Captain Sensible, 
Richard Joseph, Dave^Korn, Jon Hare, 
Chris Chapman, Chris Yates and 
Jools Jameson. 





















Do you think that any of your 
games have been at all influential? 

JON: Shoot-'Em-Up Construction Kit 
was, I think, because it set a benchmark 
for what was sh*t and what was 
acceptable. I think it showed that you 
can't put out a vertically-scrolling shoot- 
'em-up as a full-price game, because 
they're just too easy to knock out. 

There's a big difference between the 
quality of a commercial shoot-'em- 
up and the sort of thing that SEUCK 
can do though, isn't there? 

CHRIS: Not on the 64 there isn't, but 
on the Amiga version, which we didn't 
do, it's very different. We've often 
thought about how nice SEUCK would 
be if we were to we-write it and to real¬ 
ly do it properly. The Amiga version 
doesn't even have very smooth scrolling. 
JON: I wrote the built-in games on 
both versions of SEUCK and definitely 


found it harder doing them for the 
Amiga. I shouldn't really be saying this, 
but we're not getting any money for 
the budget version, so who cares? The 
chugginess of it just makes it crap so 
it's not worth buying - especially when 
we're not getting any royalties. 

A lot of the games that you've 
had converted to Amiga didn't 
come off quite right, did they? 

CHRIS: Yeah, if you look at something 
like Wizball, the game itself actually 
played differently from the C64 ver¬ 
sion. People tend to convert what they 
see, but not what they play. 

JON: You've got to remember though, 
our games are really finely tuned. If 
you look at something like Sensible 
Soccer, the control system is so finely 
tuned that just to alter it a little bit 
would fundamentally change the way 
that the game plays. A lot of people 


think they know how to do a good 
control mode but they don't. You 
know how when you're playing a 
game, sometimes you think "God, this 
feels really sticky, if they'd just speed it 
up a bit it'd be really good." 

There's thousands of games like 
that, and that's what happens when 
people don't pay enough attention 
to the control system. 3D Tennis 
was the first game that we convert¬ 
ed onto the Amiga in-house and it 
showed in the reviews, getting 80s 
and 90s. If you look at something 
that was done out of house, like 
Microprose Soccer, it didn't do 
nearly as well. 


how well your game is selling, without 
just having to take it on trust. Rene¬ 
gade are very far advanced in their 
publisher/developer relationship. Basi¬ 
cally, you're not patronised. 

You've had quite a bit of bad luck 
with previous publishers, though. 

JON: No more than anyone else has. I 
don't think we've been particularly 
unlucky. We're probably a good indi¬ 
cation of what's average. But we've 
spoken to a few software houses 
recently, and they seem to be chang¬ 
ing their attitude. Virgin have got a 
more liberal attitude, shall we say, than 
publishers have had in the past. 


“Normally when I look at a game, all I see , 
is a list of things wrong with it. But even 
now when I look at SensiSoccer, even 
though it has its faults, it’s got so much 
good playability in it... ” 

Chris Yates 
Sensible Software 


How have you found working 
with Renegade, as compared to 
other companies you've gone 
through before? 

JON: They're a lot more open. They 
don't bullshit you - well, they might be 
bullshitting us, but if they are it's very 
convincing! You get to see everything 
that's going on, so you really believe 


You tend not to put all your eggs 
in one basket. 

CHRIS: The major reason behind 
not putting all out games with one 
publisher is so that, if one compa¬ 
ny goes down, we don't immedi¬ 
ately lose 80% of our business. If 
anything, that's what we learned 
from Mirrorsoft. 
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SENSIBLE SOCCER: 
1992/93 SEASON 


We got rather an overwhelming response 
to the piece last month on the new 1.1 
version of Sensible Soccer, which is now 
officially called Sensible Soccer: 1992/92 
Season. The team were still making 
changes at the time of writing, as now it's 
no longer just a case of improved goal¬ 
keepers. There's now a proper foul system, 
with the referee dishing out red and 


yellow cards for dodgy tackles. It's also 
possible - but not yet decided - that in 
league and championship games, a 
sending-off may make that player 
unavailable for the next game, as in real 
European competition. 

In addition, the boys have also includ¬ 
ed the controversial new Backpass rule. 
So now, if the ball is kicked back to the 
keeper, he can't pick it up - he must boot 
it straight back out. The goalkeeper code 
has been revamped to take the new rule 
into account, so now the player can 
control the keeper like a normal player, 
dribbling the ball and even running 



down the pitch for an attack on goal! 
And of course the team and player 
changes for the new European season 
have been changed - so it's bye bye 
Tottenham and Arsenal, hello Leeds Utd, 
Sheffield Wednesday, Grasshopper 
Zurich (who they? - Ed) and, of course, 
Paul Gascoigne's Lazio among others, and 
a new batch of custom teams. The tour¬ 
nament modes have also been updated, 
with the World Cup Group Qualifiers 
being one of the more timely additions. 
The new version should be in the shops 
soon, with the £3.95 trade-in deal still 
going ahead - more details soon. 




























Sensible Software s offices in sunny 
March, Cambridgeshire. "We have 
thsese big PCs with four squiilion 
colours that we write on, but it's still 
the Amiga we play games on." 



Has your attitude changed at all 
over the years? 

CHRIS: When we first started, the 
main thing was purely the joy of see¬ 
ing our games out there. But now, it's 
started to slide more towards “we 
want our share." 

JON: You do get to a stage where 
success alone is not enough. You start 
to resent the fact that someone else is 
making a lot of money out of you, and 
they aren't the people with the... extra 
special talent, if you like. I don't mean 
to be arrogant, but if you look at the 
really good games that are coming 
out now, you'll find that there are only 
a handful of people producing them. 
It's hard because these days games 
are a real team effort, and to get a 
decent software team together, you 
need a lot of people who are all very 
good at what they do. The exception 
to that is someone like Archer 
(Maclean), who's very good at EVERY¬ 
THING that he does. 

What do you think of the gener¬ 
al quality of Amiga software 
these days, as compared to say 
the old 8-bit games of the 80s? 
Have things got better or worse? 
CHRIS: I think games today are a lot 
better. There used to be a time when 
a good C64 game was better than a 
good Amiga game, but that's all 
changed now. People have expanded 
into the space that the Amiga made. 
JON: It's good to see that we're 
starting to get some really decent 
licences for the first time - ever. Like 
RoboCop 3, which was such a decent 
game that the fact that it had a 
licence attached to it was a bit of a 
novelty. It's good to see people mak¬ 
ing some effort with that kind of 
game, because there's nothing that 
annoys us more than seeing a really 
sh*t game with a big name sitting at 
the top of the charts. 
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How has the expansion of the 
Sensible team changed the way 
you work? Do you do things dif¬ 
ferently these days? 

CHRIS: We have changed, yes. We 
tend to concentrate on one game 
intensely for a couple of hours, and 
then we'll leave it for the rest of the 
day and have a meeting or something. 
JON: I think it's stimulating, work¬ 
ing as part of a bigger team. If 
you're working as half of a two-man 
team, after four or five years you'll 
get a bit fed-up of seeing the same 
old person again. It's nice to have 
that interaction with other people - 
you're not so dependent on each 
other, because everybody helps out. 
Myself and Chris are effectively 
becoming like directors - not direc¬ 
tors of a company, but directors of a 
film. Designing a game is like being 
a writer-director, whereas program¬ 
ming is more of an acting role. It's 
a bit of a sh*t analogy, I know... 

How do the games get made? Do 
you plan everything out before¬ 
hand or just make it up as you go 
along? 

CHRIS: We plan the whole thing out 
when we start a game - and then I 
throw it all away and then change 
things as we develop it. 

So how close is something like 
Wizkid to your original concep¬ 
tion of what it would be? 

CHRIST It's totally different. They're | 
two different games. 

JON: Probably about 10 or 15% of ; 
the original game design is in the j 
finished version. The whole point I 
is, the aim from the outset is to J 
produce a decent game, not just 
stick to some plot that we've con- ; 
trived. Most of the games that 1 
we've done, including Wizball and j 
Mega-lo-Mania, have turned out J 
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BEAST III - OUT OF THE SHADOW 
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evocative music; hundreds of mind-blowing 
simultaneous on-screen colours; and full 8-way 
parallax scrolling. The last of the Great Trilogy, 
Shadow of the Beast III is set for even greater 
accolades than its predecessorsPgygjJ 
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“It’s really fun to be able to do a game like 
Wizkid. It’s like being naughty and getting 
away with it. ” 

Jon Hare 

Sensible Software 


very different to the way that they 
were when we started them. 

In Sensible Soccer, the control sys¬ 
tem - which is all you've really got in a 
football game - was totally different 
too. The only thing that stuck was the 
viewpoint and the scaling. In terms of 
how you kick the ball and all those 
things, that totally changed. And 
sometimes you have to take inspira¬ 
tion from other games, like the after¬ 
touch in Kick Off 2. We tried various 
different systems to make that work, 
but it just seemed that the Kick Off 
system was the best one. If you look 
at the passing in Sensible Soccer as 
well, that's the same as Speedball 2. 

After a while - and I think this is 
the skill that we've got - you have a 
vision of what an idea's going to 
look like and feel like before it goes 
in the game. That's the sort of thing 
you can only get through experience. 
Coming back to the original point, 
we always know when we start a 
game that at least half of it is going 
to get scrapped. We krfow it's going 
to happen, but it doesn't stop us 
designing it. 

Have you been surprised by the 
level of success that you've had 
with Sensible Soccer? 

JOIM: If we're at Number One again 
this Friday and we've actually beaten 
Bryan Adams, then it'll have exceeded 
expectations. But up to this point, no. 
CHRIS: Jon's a big-headed b*****d. 
He expected it to sell four hundred 
million copies. 

JON: No, no, that's not what I mean. 
Personally speaking. I'd always thought 
that it would be something nice to 
achieve, because I didn't think the 
game stood a hope in hell of doing it. 
But as the weeks have gone on and on 
and the game's still there at Number 
One, it's really nice. When it first went 
to Number One, we thought that it 
would maybe stay there for about 
three weeks if we were lucky. 


What's been the secret of its suc¬ 
cess, do you think? 

JON: Well, there's no competition out 
at the moment. Mind you... there is 
some. It's really weird what's hap¬ 
pened, but I think the market's been 
dead for a long time. The European 
Championships, when the game first 
came out, seem like an age ago now. 
We'll be playing our first World Cup 
qualifier soon. And we'll still lose... 

What was the thinking behind 
the new version of SensiSoccer? 

CHRIS: We were sort of going to do it 
anyway and have an update of all the 
teams. But we had a lot of people 
write to us to say "Ooh, it would be 
really nice if you did this and that..." 
There were plenty of good ideas, and 
so we adopted some of them. 

JON: We've got plans to do more 
with the game beyond Version 1.1 - 
and with the original version we had 
plans for a lot of things that we want¬ 
ed to fit in, but we had to get it fin¬ 
ished for the European Championships 
deadline. 

CHRIS: We never had much time to 
play it, really, with the finished goal¬ 
keepers, only about one or two weeks. 
JON: They were continually being 


done during testing, that was the 
problem. Now, with VI. 1, we've been 
able to add lots of new features, like 
red and yellow cards, and also the 
backpass rule and all the new Euro¬ 
pean teams. 

Aren't you slightly unhappy that 
you weren't able to put these 
features in the original game, and 
that you're only able to do them 
now? 

JON: Not at all, look at how well the 
game has sold? How could it possibly 
be any better? 


CHRIS: Normally when I look at a 
game, all I see is a list of things wrong 
with it. But even now when I look at 
Soccer, even though it has its faults, it's 
got so much good playability in it... 
JON: To a certain extent also, you've 
got to look at what we do. People like 
yourselves ask for Work In Progresses 


and stuff - it's not a whinge, it's just a 
fact of life - but it's like asking Terry 
Gilliam what's going to be in his next 
film. Odds on by the time it's finished, 
he's left half of it out. That's the way 
you work as a creator, you think of as 
many things as possible that you want 
to get in the game. 

What happened with Soccer was we 
had a really rough physio thing going 
and we got to the stage where we had 
to make a decision - is this going to be 
done in time? The decision was no, it's 
not going to be finished, it's not going 
to be ready, it's not going to be right. 


Even now, when the time is right to 
do the data disk, we're nowhere near 
getting the physio working as well 
as possible. 

Our attitude's always been that if 
something's not working as well as 
possible, if a feature is really sh*t, then 
don't put it in. The headers, for 
example, weren't put in the game 
until the last day or two. They just 
happened to work first time, and 
if they hadn't there'd be no headers 
in there. As for the goalkeepers, 
okay, they've got their faults but 
they're still bloody good compared 
with the goalkeepers in 90% of 
soccer games. 

Presumably you're keen to see 
Kick Off 3. 

JON: Well, we're keen to see it fail. 
(Laughs) I don't know really, I think the 
competition will be good, in a way. 
The thing is, if Kick Off 3 does really 
well, all it will do is make more people 
keen to see another Sensible Soccer, 
don't you think? 


In a business as stressful as the 
software industry, it's always 
good to know who your 
friends are... 























ome extent, plays) 
but there are RPG- 
ch member of the 
skills and abilities. 
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How much pressure is there on 
you to do the sequel? 

JON: I don't think we feel any pressure. 
CHRIS: There's not really any, is 
there? We haven't 100% decided that 
we're going to do it anyway, have we? 
JON: Well, we sort of have. 

CHRIS Have we? 

JON: There are so many more things 
we can do with the game. 

CHRIS: And we're not going to be 
limited by timescale this time. We're 
going to make it so perfect and won¬ 
derful that it's just going to be the 
bee's knees. 

How do you see games going 
over the next couple of years? 

CHRIS: I think that the consoles are 
going to come and go. They'll start to 
decline around 1995 and the Amiga 
will still be where it is now. 

JON: Do you think so? The Amiga? 


“People like yourselves ask for Work In 
Progresses and stuff but it's like asking 
Terry Gilliam what's going to be in his next 
film. Odds on by the time it’s finished, he's 
left half of it out." 

Jon Hare 

Sensible Software 


What about things like PC and CD? 

CHRIS: That's going to be the 
second wave after consoles, the CD- 
based machines. 

JON: The CD stuff has to develop, 
there's no market there at the 
moment and the development 
stuff is very hard to use at the 


moment. But once it's all up and 
running, providing people will still 
want to buy computer games by 
then, the games industry will move 
into a different gear. Consoles are 
just different machines, not a dif¬ 
ferent type of software, which is 
what CD will be. 


So then Jon, your team Norwich, 
eh? They've had a bit of a good 
start this year, haven't they? 
How do you rate their chances 
this season? 

JON: Norwich always do badly over 
Christmas. I think they've had three 
good starts to the season in the last 
seven years. Give them until Christ¬ 
mas and if we're still up there then 
we'll have avoided relegation, 
which is one good thing. I'd like to 
say we're going to end top, but I 
think we'll probably end around 
fourth or fifth. 

And a tip for the championship? 

JON: It's not going to be Blackburn. 
I reckon it would well be someone 
like Arsenal. 

CHRIS: Why wouldn't be Blackburn? 
JON: Because they're [and here Jon 
said a very rude word indeed]. 


CANNON FODDER 


The next biggy from Sensible - coming 
in the New Year via Virgin Games - is, 
depending on who you speak to, sort of 
an extension off the ideas that first 
cropped up during the development of 
Mega-lo-Mania. To see it play in its cur¬ 
rent state. Cannon Fodder looks like a 
cross between JUIega-lo-iUlania, Lem¬ 
mings and Dad's Army. The player is put 
in control off a small platoon of hard sol¬ 
dier types, who must progress through 
100 independent phases, each set in its 
own landscape and each with a specific 
mission to complete. In simple terms, 
the player's force comes up against a 
computer-controlled enemy force, and 
the two kick the stuffing out of each 
other - in the most strategic possible 
sense, of course. 

It looks (and, to some 
like an arcade game, bu 
style elements - each 
team has their own 


built up by their experiences throughout 
the game. There's a wide range of 
weaponry at the ready, starting off with 
guns, grenades and mines and progress¬ 
ing up to the more wholesale carnage 
available with rocket launchers, tanks 
and helicopters, all fully controllable. 

The military aspect has been played to 
the full - each squad member is pro¬ 
moted through the ranks as missions are 




likely to be a LOT of big changes before 
the finished version goes out the door. 

The moot point at the moment is 
whether the game will lean more 
towards the arcade or strategic side, and 
there's still a lot else to be decided and 
re-decided. Something that will defi¬ 
nitely be worth keeping an eye on, 
though, is how the game will shape up 
against Rookies, a game also in devel¬ 
opment for Virgin, due for release 
around the same time and looking 
strangely familiar in gameplay and 
graphical style. 


completed, and the platoon can be split 
up into smaller teams or individuals, all 
of whom can be given army-style 
ing orders - shoot on sight, etc. In 
finished article, missions will be set 
a variety of terrain types, including jun¬ 
gles, icy regions, deserts and rocky 
‘lands. In the game's early current 
however (it was actually started a 
year ago, but left on the shelf for a 
while so that time could be devoted to 
more pressing projects), there's little to 
see and, true to Sensible's form, there's 








Tonight you could take Covert Action against 
foreign agents, deploy Special Forces on a secret 
mission or fan the Flames of Freedom 



Alternatively, you could have a game of draughts 


If thrills, spills and excitement intimidate 
you, get the bored games out. But when 
the destiny of mankind can be shaped by 
your decisions, you’could play a more 
crucial role. 

Are you skilful enough to challenge wild¬ 
eyed political extremists and lunatic 
military dictators? Do you have the 


expertise to lead an elite infantry unit 
across the world's most treacherous 
terrain? Can you unravel intricate webs of 
espionage and subterfuge against all odds? 

Find out tonight on a screen near you! 



SIMULATION • SOFTWARE 


Seriously Fun Software 


Covert Action, Special Forces, Flames of Freedom - 
all classic games from Europe's Number One Software Publisher 


MicroProse Ltd. Unit 1 Hampton Road Industrial Estate, Tetbury, Glos. GL8 8LD. UK Tel: 0666 504 326 











"The most refreshing thing in 
years, and so individual it's as 
much fun to play as it obviously 
was to write. If you don't buy 
Wizkid, your life really will be 
a lot poorer." 

Mark Ramshaw 
Amiga Power - 91% 
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"The most original, 
funny, and clever 
arcade game I've 
ever seen-it's also 
by far the most 


"Go and buy it now or 
be condemned to a 
life of never knowing 
what you missed." 


The One ■ 92% 


"It sets even more complicated when 


simple platform romp. There are 
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50 Wing Commander 

54 Pinball Fantasies 

56 Shadoworlds 

59 Road Rash 

63 Zyconix 

66 Paladin 2 

68 Curse Of Enchantia 

72 Sabre Team 

74 Doodlebug 

76 The Legend Of Kyrandia 

79 Assassin 


(Origin) 

(21st Century) 

(Krisalis) 

(Electronic Arts) 

(Accolade) 

(Impressions) 

(Core Design) 

(Krisalis) 

(Core Design) 
(Virgin) 

(Team 17) 


THE SCORES 

All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 
mean? 

0-25 Rubbish. Offensively low quality. 

26-49 Below average. Not acceptable by today's 

standards. 

50-60 Above average. But still plenty of room for 

improvement. 

61-70 Fair to good. Lots of nice points, but in no 

way perfect. 

70-80 Pretty smart. Above accepted standards. 

81-90 Extremely good. Top notch impressiveness. 

90+ Simply excellent. Breathtaking. 

THE OVERALL SCORE 

Obviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 



DAVID UPCHURCH 

Dave's well pleased with his past 
j? month's work. The work- 

*SH55L machine we call 'tubby' has 

f stretched his single braincell and 
• i«MBI ■ written two (yes TWO) massive 
’ ‘mtr jM' four-page reviews, and he 

doesn't mind who knows it. He's 
even taken to walking the backstreets of London 
wearing a sandwich-board, proclaiming himself the 
'God Of All Reviewers' to anybody stupid enough to 
appear interested (which is nobody). 


—^ GARY WHITTA 

gr Gary's also been 'hard at it' this 

jfljfifijf* month although quite what that 

iyK|3r 'it' is, nobody knows. Oh, and he 
went to see Patriot Games 
which, in his own words, is 
"excellent". He's currently trying 
to organise a trip to view Carry 
On Columbus but, unfortunately, no-one else will 
lower themselves to the depths that Gary 
constantly does. If anybody else is interested, 
though, then write to Gaz at the ususal address, 
please. 


SIMON BYRON 
The One's very own Worzel 
|||jjrt Gummidge was this month 

*B|| | found to be sampling the 

1 delights of Legend of Kyrandia 

s ? * and Streetfighter II - both of 

which were so good they 
reduced him to a gibbering 
nonsensical mess. We probably wouldn't have 
noticed the transformation had someone else not 
pointed it out, but now he's snapped out of it, 
Simon is well on the road to recovery. According to 
Simon, his doctor has informed him that the only 
treatment is a prolonged course of tea, cakes and 
sitting around on the stairs - and like any good 
patient, he's obeying doctor's orders to the letter. 
Especially the bit about the stairs. 


ROB CARTER 

Rob's on holiday at the moment 
so he's doing about as much for 
4. i: the mag as he usually does. 

I w|r Jl "Somewhere in Scotland" is what 
| { he told us so if you're up in the 

fg ^ Highlands and you stumble 

w wUr across this very sad creature who 

looks like a member of the Shamen, please be so 
kind as to point him in the direction of the EMAP 
Towers. On second thoughts you’d better keep him. 


THIS MONTH S FAVES 
The games that have heldped us make it 
through this issue with our sanity intact are, 
in no particular order, Sensible Soccer, Pinball 
Fantasies, Road Rash, Assassin and Speedball 
2 (which Gaz is the best at, by the way). / 














(Top) Messages are constantly 
being transmitted back and 
forth between the ships. By call¬ 
ing up the comms screen and 
choosing between the multiple- 
choice options, you can tell your 
wingman to engage the enemy 
or break off, or request landing 
permission on the Tiger's Claw, 
or even taunt the Kilrathi with a 
few well-chosen insults. 

(Above) Kilrathi pilots are not 
the only dangers you'll meet - 
these asteroids also pack a 
punch, and it takes skill to avoid 
them. You can set your ship on 
auto to do the boring job of fly¬ 
ing you from nav point to nav 
point, and it'll slip straight 
back into manual control if 
you encounter enemies. 


Have you got what 
it takes to save 
the Galaxy from 
alien scum? David 
Upchurch mutters 
"Red Five 
standing by" into 
his flight helmet 
and prepares to 
find out if he 
comes up to 
scratch... 


F ar into the future - the 27th Cen¬ 
tury, if we're being precise - a ter¬ 
rible war rages. The Kilrathi, a sav¬ 
age warrior race of cat-like aliens, 
have at last found a species with 
the furballs to stand up to them and, you 
guessed it, it's us humans. Our thin line of 
defence is provided by lone Star Carriers 
which cruise the border space between the 


Terran Confederation and the Kilrathi Empire, 
each of which is home to several squadrons 
of fighters and the pilots who fly them. 

Aboard the Carrier Tiger's Claw, which 
patrols the notorious Vega Sector, is a rather 
special pilot - you! Along with your comput¬ 
er-controlled co-pilot buddies, you have to fly 
various missions and it's your performance in 
these that decides the future of mankind. 
Who will come out on top - the noble humans 
(hooray!) or the overgrown moggies (boo!)? 
Eight out of ten Kilrathi, who expressed a 
preference, said that they'd choose the latter 
option... 

Wing Commander is the game that 
comes closest to being an 'interactive 
movie'. Animated cinematic sequences 
move the plot along between missions and 
the actual space combat is depicted using 
detailed bitmapped ships for greater realism, 
the end result being a game that really does 
look and feel like a top science-fiction movie. 

When Wing Commander came out on PC 
it went down something of a storm... as long 
as you had a machine decked out with go- 
faster chips and a weighty hard drive. There's 
no doubt that it's the most ambitious PC-to- 
Amiga conversion yet. But can the Amiga 
cope? Well, here's where you find out! 
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Apart from the standard view looking out over 
the nose of the ship, there are side and back 


views to simulate your head looking around the 
cockpit and a number of out-of-cockpit views, 
most of which actually aren't that helpful. The 
only time these work is when the game cuts to 
them automatically to highlight a particularly 
exciting or dramatic moment in the game (you 
know, you're ship exploding or something) - as an 
actual aid to playing they're not that useful. 



This is when Wing Commander is at its most 


exciting; you and your fellow pilots are locked in 
combat around a massive star destroyer or space 
station and, as you fly around the massive super¬ 
structure chasing the Kilrathi filth, you can see 
your comrades dogfighting (or should that be 
catfighting?) in the distance. It's all very reminis¬ 
cent of classic Star Wars' moments. 



You're out off the Naval Academy now and 
assigned to the Tiger's Claw where real combat 
beckons. Your first mission is a simple patrol 
around the Enyo System. Shouldn't be too 
difficult, should it...? 


Colonel Halcyon details the 
mission requirements. Basically, 
the simple rule is 'Don't fire 
unless you're fired upon'. Don't 
want any civilian casualties, 
after all. 


Scramble! Scramble! The pilots 
race through the ship's decks 
and into the docking bay. A 
quick pre-flight check and 
we're away! 







Battered, bruised but unbeaten you return to 
the Tiger's Claw. Hey, Kilrathi - anymore 
for anymore? 


(Below) More Kilrathi, this 
time piloting Salthi light fight¬ 
ers. Again, they prove no 
match for your dogfighting 
skills are are soon nothing but 
fading clouds of plasma. 


So far, so quiet. But as you approach the first 
Nav Point three Dralthi-dass medium fighters 
intercept you! A short but sweet fight ensues 
and soon the Kilrathi pilots are eating vacu¬ 
um... 

(Below) Aaaiiee! Uncharted asteroids lie 
between Nav Points 2 and 3. Take evasive 
action NOW! 



























































































(Above) The early missions are simple 
sector patrol duties but later on you 
get to escort cargo ships and attack 
Kilrathi dreadnoughts. Sadly there 
are no missions set over planets, but 
the ones provided are plenty exciting 
enough so it's no loss. 

(Left) The Tiger's Claw pilots' quarters 
doubles as the SAVE game screen. By 
clicking on an unoccupied bed you 
can save yor current game. Sleeping 
pilots represent saved games, and by 
clicking on them you can restart an 
old game. 


(Above) This navigation screen can be called up at any time during flight. It basically plots out 
the route you'll be taking through space on your current mission. You can also change navi¬ 
gational headings here, although generally speaking it's best to leave it all alone and just 
carry out the mission as you were instructed by your superiors. After all, you don't want 
to be court-martialled do you? 


(Above) Death is always a tragic 
event, especially when it happens 
you. Once the Fleet manage to find 
your corpse (or what's left of it), 
there's a tear-jerking scene of your 
remains being jettisoned into space, 
complete with full military honours. 
You will, we hope, be missed. 
Alternatively, if you happen to per¬ 
form especially well in your missions 
you may be lucky enough to be be 
awarded with a medal by your supe¬ 
riors, again depicted by a full 
animated sequence. 


PILOTS! TO YOUR SHIPS! 

As you progress through Wing Commander it r s like¬ 
ly that at some point you'll get to pilot each of the 
four different Confederation fighter craft. Each fight¬ 
er is fundamentally the same - they all have a radar, 
comms system, shields and a selection of arma¬ 
ments, including both lasers and missiles (dumb, 
homing and heat-seeking) - but their performances 
vary radically. And beware - being given a new ship 
isn r t always a compliment, as some of these craft are 
real pigs to fly. 



This light fighter is essentially the beginner's ship 
and the first one you'll get to fly. It's nippy and 
manoeuvrable, but too lightly shielded and under¬ 
armed for any really big scraps. 



SCIMITAR 

Try to avoid getting saddled with a Scimitar, if you 
can. This medium-class fighter is the slowest of the 
lot, thinly shielded and even more thinly armed. A 
flying coffin, if you ask me. 





RAPIER 

My favourite ship, the Rapier is another medium 
fighter. It boasts the highest maximum velocity of 
the four ships available and is sufficiently well 
tooled-up and shielded to make it a good general- 
purpose fighter. 
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(Above) Before each mission the 
Carrier Commander gives the pilots a 
thorough briefing. Here's where you 
find out exactly where you're going 
and what you can expect to meet so 
pay attention. These animated 
sequences are great the first few 
times you see them but they do 
become a bit tiresome eventually. 
Fortunately you can 'fast forward' 
through them with a few taps of the 
ESCAPE key. 


There's something about Wing 
Commander. Sure, it's great to look 
at and the music and FX are superb, 
but even the prettiest graphics and 
sweetest sound palls eventually. 

And, let's be honest, it's not the 
deepest game ever created (in 
essence it's just a glorified 3D shoot- 
'em-up) and it's not the toughest 
either; it certainly shouldn't take a 
decent player that long to finish it. 

So why do I find myself returning to 
play it time after time, even when 
I've completed it? I guess it's got 
something to do with the fact that 
WC (unfortunate abbreviation, that) 
really does feel like an 'interactive 
movie'. It's got simply bags of atmo¬ 
sphere and the player/viewer's level 
of involvement with the action on¬ 
screen can become incredible. After i 
few days you really start to form a 
bond with the pilots on the Tiger's Claw, so muc 
losing a chum in a dogfight can be quite affectin 
all very well and good," I hear you cry, "but is it 
enough?". Well, the answer is: Yes, it is... but on 
There's no denying that what you've got with Wi 
Commander on the Amiga is a programming mir 
the strain still shows - even when the screen is f 
the update is never that speedy. However, it's sti 
enough to be playable and that, at the end of th 
what really matters. Basically, the message is thi 
want Wing Commander on Amiga then here it is 
added, nothing taken away. However, anyone lo 
high-speed thrills will be disappointed. 
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Above) Between missions you can pay a visit to the bar. Here you meet 
=4ots from other squadrons and you can chat to them about dogfight tac- 
cs and war developments. Once into a conversation you don't have a lot of 
say in how it goes - basically you just sit back and watch as your on-screen 
irter ego banters with his buddies. A bit more interaction with the people 
fou meet wouldn't have gone amiss, it has to be said. Alternatively you can 
*ave a go on the bar's video game (shown in the bottom left corner of the 
screen). It's is a combat simulator and provides a good - and completely 
safe - chance for the novice pilot to brush up his flying skills. If you do well 
*3u can even leave your initials on the high-score table! 


£25.99 Out Now 
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Table-top action returns in the latest sim 
from 21st Century. Simon Byron likes a 
good fantasy so with his 
fingers on the flippers 
he returns to the 
table in an effort 
to prove that 
lie's a right 
'Pinball 
Wizard' 


P 




Publisher. 21st 

Developer: Digital 

^^iliusions 


, inball Dreams went down a 
right storm earlier on in the 
year. A surprise hit, everyone 
knew that 21st Century wouldn't 
be foolish enough not to capitalise 
on the enthusiasm they'd drummed 
up. Not content with simply releasing data- 
disks, they've completely redesigned the 
game with four new and interesting tables 
and a wealth of not-included-before fea¬ 
tures. 

The tables are presented the same as before with the screen scrolling 
vertically to accommodate the whole playing area. Once again up to eight 
players can participate in each game providing a real party-type atmo¬ 
sphere, especially when combined with a few beers. That s all there is to 
say, really, as when all's said and done it's a pinball game, okay? 


(Above) The 
Billion Dollar 
Gameshow gives 
you the chance to 
'win' all manner 
of prizes from 
colour TVs to lux¬ 
ury cars and 
boats. What all 
this rubbish 
means, though, is 
more and more 
points. The centre 
pin just behind 
the flippers 
doesn't appear to 
be as effective as 
the one in Pinball 
Dreams so don't 
expect an easy 
ride on your way 
to earning that 
billion dollars. 


This is the best table out of the four with many hidden 
features to be discovered. The arcade offers you the 
chance to play a fruit machine and racing around the 
ramp produces a nice 'loop' animation in the score 
panel. There's a hidden entrance in this table too, 
which can be used to get a massive points injection 


I must admit to being a huge fan of 
Pinball Dreams so I was really look¬ 
ing forward to Fantasies. The big 
question is r of course, does it 
improve on the original? Well, to 
be honest with you Pm in two 
minds. The scoreboard - with its 
all-new 'pixely' effect - definitely 
looks better and the graphical 
displays that pop up are excel¬ 
lent. Sometimes, though, these 
messages are so lengthy (in game 
terms) that when they appear the 
first time you find yourself paying 
attention whilst the ball promptly 
disappears. Frustrating to say the 
least. What's the point in telling 
somebody that they now have a 
chance to go for a huge bonus when 
by scrolling the message slowly 

across the dis¬ 
play the ball 
is already lost 
- meaning the 
bonus has to 
be re-earnt? 

Admittedly 
once the mes¬ 
sage has been 
seen once you're not likely to pay too 
much attention to it again but it is 
still mildy annoying. The extra 
flippers are a bonus and offer the 
extra challenge of the sideways 
'loops' but some of the tables appear 
more cluttered due these extra obsta¬ 
cles and at times it can become 
unclear as to where the ball actually 
needs to go. These slight criticisms may sound harsh but 
they're not intended to be, after all the original gameplay is 
still all there and that's what made the first Pinball such a 
success. As to whether you should buy this if you already 
own the first game... Well, I'd say yes but only if you were 
really Impressed by the first. Of 
course, if you don't own Pinball 
Dreams then this might be a fine 
time to discover what you missed. 

Stones & Bones is an intriguing table. There 
are a multitude of large scores and hidden 
features to be earnt, including the 'kick back' 
which stops the ball falling down the left- 
hand flipper gulley. 


PLUHIILITY 


| IIST11I1ITY 
































A R O H E R IX/1 XV C L E XV IM v S 

done for pool what ho did for 
snooKer. Brought it bolls, rules, 
baize and oil to the home 
com puter. 

P°o I feotu res three sets of rules: 

8- Boll UK Coin-Op, ond 8-Boll ond 

9 - BoM US Pro. You con practice or 
P |a y Q single motch ogoinst o friend 

or one of 20 computer-controlled 
opponents. Or why not involve 
yourself in o tournament os one of 
eight players? 

You can leave the cue ond small 
hange at home. Archer Maclean's 
Pool Is oil you need. 
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The four-man marine team beams into the space colony without any 
weaponry (this is an age of universal peace, remember?), so it's vital to 
find and equip the team with weapons as soon as possible. Light sabres, 
found near to the entry point in handily-discarded crates, are the basic 
'tool', although their power is limited, and so suitable for only minor 
skirmishes with small robots. 


Once a pistol or rifle has been found, enemies can be taken on at 
long range. A nice touch is that the heavy weapons consist of 
two parts, the barrel and the stock, so players can customise 
their weaponry by connecting different parts to 
produce a range of different firing effects. It 
makes for a potentially huge array of 
weapons, if you're willing to experiment. 


(Right) Computer screens set into the wall pro¬ 
vide simple clues - you'd have to be a very dim 
role-player to not guess that pressing the touchpad on 
the wall next to the door might open it. In fact, there 
are plenty of switches and buttons to fiddle with, their 
purpose only becoming apparent once you've taken the 

plunge and pressed 'em... 


shadoworldI 

Having rocked the role-playing world with the blockbusting Shadowlands, Teque 
is back with a space-age sequel that should ring a few bells in the heads off Aliens 
fans. Cary Whitta's on a one-way elevator to Hell. Going down... 


S hadowlands in space. Right, 
that's this game described. 
Next! (Don't push your luck - 
Ed.) Well, it sounds a bit blunt, but 
that's basically what we've got 
here. The isometric RPG produced 
for Domark by Teque last year 
turned more than its fair share of 
heads, mainly because it broke sev¬ 
eral sacred role-playing conven¬ 
tions by being easy to get into and 
understand (heaven forbid!) and, 
more to the point, a lot of fun. 

By taking RPG depth and shoe- 
horning it into a format more suit¬ 
ed for mass consumption (i.e. it 
looked more like an arcade game 
than a hefty role-player) Shadow- 
lands also managed to hook a few 
people into a genre which is, for 
the most part, sadly neglected by 
the majority of Amiga players. 

A sequel, then, is of course the 
order of the day. And while Shad- 
oworlds is by no means an official 
follow-up (the scenarios of the two 
games couldn't be further removed 
if you tried), there can be no mis¬ 
taking the game's origins. Using an 
improved version of the impressive 
Photoscape graphics system, Shad- 
oworlds is set in the far future, 
after a galactic war so devastating 
has finally convinced humankind to 
renounce violence forever and 
embark upon a new era of univer¬ 
sal peace. 

But just in case, a single 
weapons research laboratory has 
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The team of four space marines is selected from a mass of possible contenders. They're a distinctly varied bunch 
Jthe^sa malfunctioning droid and a wolf man in the roster), with the only universal trait being that they're all 
pretty rough-n'-tough characters. Their all-important statistics are complemented by a short biog 
indicators as to how the character may perform under pressure. As usual it's best to go for a mix of styles and 
skills rather than just going in with, say, four hard-nosed but bird-brained killers. 

been kept active at the far edge of 
the galaxy - and it's to here that 
you and your party of super-hard 
war veterans are sent to investigate 
when contact is mysteriously lost. 

Shades of Aliens certainly, but then 
that's pretty much the point. What 
happens next is anybody's guess... 
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Shadowlands' rather pretty Photoscape system has been enhanced for 
Shadoworlds - instead of the first game's primitive torches, which cast just 
a pool of light, characters in Shadoworlds can cast a directional beam of 
light from a lamp set into their helmet. Light can be cast anywhere around 
the screen, so it's useful for trying to spot any traps that may be lurking in 
the darkness. Unfortunately, the helmet lamps only work when powered 
by the right battery, and they - you guessed it - have to be found first. 



The ubiquitous inventory screen allows players to manipulate « 
objects, check stats and health levels, and re-organise the party. Th 
members of the team can be set up to move in any formation within a 
strategic diamond shape (right of the screen), or even split up mi 
task forces which the player can issue orders to separately. Single 
members can also wander off and explore, but they've got much 

chance surviving on their own than they have with - A -■* 

back them up. 


Security robots positioned strategi¬ 
cally around the complex are 
programmed to attack intruders on 
sight - and that, of course, includes 
you. The small floating droids may 
sap your energy a bit, but they're 
essentially little more than light- 
sabre fodder. It's the larger robots 
and, later on, the more unsavoury 
adversaries that cause the 
problems... 
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As the sequel to Shadowlands r 
Shadoworlds is just about everything 
you'd expect - more of the same 

stylishly-presented role-playing fun, -- 

with a few notable enhancements and v. £a > 

a suitably moody scenario. Indeed, the Developer: Tsqud 
space-age setting is one of the game's 

‘November 

strongest points, making a refreshing ~~~~ 
change from the usual unimaginative _ 
sword-n'-sorcery dirge. There can be £ 

no doubt that Teque have gone all out - u - j 
to recreate the brooding feel of James 
Cameron's Aliens here, and the ideal- ig -• - ■ 

ly-suited Photoscape system has 
helped them pull it off to good effect 
although, as sophisticated as the sys- 
tern is, I'm still not convinced that it's 

as practical as it is attractive. There's a . w -| ~' 

certain amount of frustration when S i 

much of the game is played in partial - ^ - 

darkness, and there are times when 
you wish you could just light 
everything up and have done with it. f|l jk 
If it's a really Alien-esque atmosphere 
that Teque were after, some rumbling 
background music and effects would 
have done the world of good - sadly miam> 

there's little worthy of note on the W 

sonic side. Regardless of that, 4tltfo 

Shadoworlds is undoubtedly a very 
polished, sophisticated and enjoyable 
role-player - and a big one too. If any- $ j$|| m 
thing, it's more action orientated than 
Shadowlands, with more emphasis on 
combat and exploration than conven¬ 
tional puzzle-solving. I have a few 
gripes with the control method - it's 
not quite as friendly as you might be led to believe, 
particularly when moving the party about. They're not 
intelligent enough to walk to where you've clicked auto 
maticaliy, they have to be guided round objects and 
through doors, and this can seem like a chore at times. 
Because of Shadoworlds' slick presentation and its slight 
move away from the puzzle side of things, I think it's less 
likely to appeal to hardened RPG purists and more to 
unseasoned adventurers - it's swish scenario and friendly 
interface make it the ideal introduction to the genre. But 
that's not to say it's a pushover and if you liked 
Shadowlands (plenty of you, I know) you'll love this. Yes, 
it's a cliche but it also happens to be true. So there. 
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turned Professional! 


AMOS The Creator has brought programming within the 
reach of over 50,000 Amiga users. Now it has been given a 
complete overhaul and the result is a vastly enhanced 
product - AMOS Professional - designed for all experienced 
Amiga programmers. 

AMOS Professional has 200 new commands, taking the total to over 
700. Included in the package is a 650-page manual written by Mel 
Croucher who wrote the highly-praised Easy AMOS manual, and 
Stephen Hill who wrote the original AMOS manual. Programs 
written using earlier versions of AMOS and Easy AMOS can be 
loaded into AMOS Professional for amendment or enhancement. L 


'o.-fi. n r> 

uu \J U U 


You can get serious too - File O' Facts shows 
just what's possible 


Track down problems fast in the advanced 
Monitor Mode 


Write programs with ease using the feature 
packed Editor 

• On-line help provides details of the command at the 
cursor position - another click takes you to a fully 
documented working example. 

• A new editor with drop-down menus, keyboard macros, 
advanced undo/redo, and multiple windows on screen. 

• IFF animation playback that runs faster than in DPaint. 

• MED music library support with MIDI data send. Noise 
Tracker support, easier access to the printer, serial and 
parallel ports and much more. 

• MOUTH commands to link sprites to speech output 
from the SAY command to create a realistic talking head. 


• Two discs crammed with working examples, and tutorials 
demonstrating AMAL, the new AMOS Interface system, 
collision detection and other key topics. 

• A selection of new highly-finished programs, 
including Planet Zybex (a scrolling shoot'em up). 
File O'Facts (electronic data organiser), Quatro (puzzle 
game) and Dithell's Wonderland (an eight-way 
scrolling platform game). 

The result is a packa g e which will more than satis fy home 
and pro fessional AMOS users. It's fun to use , lots to learn - 
it's essential for the Ami ga. 


An easy introduction 


You will learn how to: • Produce impressive graphical effects • Create 

and animate colourful objects •Scroll large text across the screen Create eye-catching animations 
• Make your Amiga actually talk • Add music to your creations Wlth the powerful Bob Editor 

Turn your ideas into reality - arcade games, adventures, computer art, cartoon animations, home 
finance, educational software, demos... the list is endless! 

Packed with ready-to-run programs, you can quickly unders 
I in your own programs. There's a 20-lesson course to take you 

1 Easy AMOS's ste p-b y-step and fun a p proach is the sim plest 
| and easiest route to writin g y our own so ftware. 

1 easy AMOS REQUIRES 1 MB OR MORE OF RAM AND THREE BLANK 

y DISCS. AMOS PROFESSIONAL REQUIRES 1MB OR MORE OF RAM. 

M TO UPGRADE TO AMOS PROFESSIONAL CONTACT DATABASE DIRECT 
ON 051 357 2961. AMOS PROFESSIONAL AND EASY AMOS ARE STOCKED 
H BY MOST COMPUTER SOFTWARE RETAILERS. 


'UTVPRESS 


Europa House, Adlington Park, 
Macclesfield SK10 4NP 
Tel: 0625 859333 Fax: 0625 879962 
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THE NEXT RACE 
WILL BE IN THE 

SIERRA NEVADA 
5.6 MILES 


Motorbike racing 
with a hefty 
amount of cheat¬ 
ing and violence 
thrown in is the 
name of the 
game in 
Electronic Arts' 
second 

Megadrive-to- 

Amiga 

conversion. Gary 
Whitta straddles 
the throbbing 
metal monster... 


F rom the moment you turn to the totally unscrupulous first page in the 
instruction manual, it's instantly clear what sort of game Road Rash 
is. A motorcycle racing game, sure, but one where the object is to 
win no matter how devious the required tactics. The action - set around a 
ficticious pan-American bike racing tournament held every year between 
the country's meanest, dirtiest riders - is your basic arcade-style racer, but 
with one notable twist - it's possible (and entirely acceptable in the rule 
book) to clobber opposing riders and try to knock them, quite literally, out 
of the race. 

There are five tracks across the United States and you have to race each 
one against fourteen other 'Rashers', advancing through the levels and 
accumulating prize money with which to buy faster, more powerful bikes. 
And so it goes round and round. The only problem is the constant threat 
of having your neck broken by a timely thump from a fellow racer or by 
falling foul of the maniac car-drivers who are trying to use the road too. 
Oh, and did we mention the cops that make the guys out of CHIPS look like 
Dixon of Dock Green? If you don't end up in hospital or in prison you might 
just come out of this a rich man... 


HASH 


Each of the five tracks differs slightly in length and terrain, but the object 
of each is the same - win! You can have as many attempts as you like, but 
you must finish fourth or better in all the races in order to qualify for the 
next, tougher level. As you progress through levels you race the same five 
tracks, but they get longer and the opponents and the cops get meaner. 


Road Rash races don't take place on specialised tracks but on public roads 
far from the city. As such there isn't much in the way of roadside obstacles 
and so accidentally riding off the road, although it slows you down, 
needn't be fatal. There's always the chance that you'll hit some rogue cac¬ 
tus or bush, though, so stay tight on the corners and don't go drifting off. 


Of the multitude of other 
Rashers on the road, there are 
about half a dozen colourful 
characters worth watching out 
for. Before each race one of 
them pops up with a brief mes¬ 
sage, either commenting on the 
last race, offering some tips for 
the next, or just shooting the 
breeze as these Californian types 
like to do. Alternatively, one of 
the motorcycle cops might turn 
up with a warning to watch your 
speed - if they do, it's a sure-fire 
bet they'll be there, keeping an 
eye on you during the race. 
































(Below) The cops are by far the hardest bikers on the road - don't expect to 
knock one of these guys off their perch too easily. They can't force you to 
pull over but if you're dismounted while the cop's on-screen it's race over 
as you're hauled down the cop shop. First-time offenders aren't charged, 
but there are increasingly-hefty fines for those who continue to flout the 
speed limit. 


Fighting or, to give it its official name, brawling with other racers couldn t 
be easier. Simply ride up alongside your target and lash out with your is 
or your foot. Some racers are tougher than others - each has their own 
energy level - and the tougher riders may take several hits in quick succes¬ 
sion before they're finally dismounted. The basic idea is that although 
felled riders will get back on their bikes and continue racing, it costs them 
valuable seconds and so it's a much more effective way of moving up the 
pack than simply riding past. 


Some riders, who are obviously playing for keeps, have armed tnemse.yes 
with truncheons which they'll readily introduce to anyone trying to get 
past them - and that includes you. If you're quick, though, you can grab the 
cosh from the rider as he tries to hit you with it and claim it for your own. 
Once armed with one of these babies, you can cause some serious damage 
to the opposition - but make sure another Rasher doesn't grab it back. 


PLAYER A 
CASH f1i358 


10800 002B1 
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A top four place in each race is all you need to qualify for the next level but 
you'll have to do better than that if you're ever going to win enough cash 
for a decent bike. Once you've got down to third and fourth place, the 
ize money is hardly enough to cover the petrol. A results screen after 
:h race shows who came where and how much they got. Finishing below 
l^prth, of course, doesn't earn you a penny. 


BIG ON HANDLINGi SHORT ON POWER. 
IT’S IMPORTANT TO MAINTAIN SPEED 
THROUGH THE CORNERS ON THIS ONE. 


(Above) Once you've won enough 
money, you can pay a visit to the 
bike shop and splash out on a better 
bit of kit. They start at $5000 and go 
from there, with performance, speed 
and handling differing on each 
model. It's down to personal taste 
and riding style which model you 
want, but it's best to work up gradu¬ 
ally through the list - an 
inexperienced rider wouldn't stand a 
chance on an awesome machine like 
the 150 horsepower Diablo 1000. 


Cars represent a major menace - it's 
not too bad if you come up behind 
them because you can just steer 
round, but those coming the oppo¬ 
site direction can be too fast to 
avoid if you don't spot them soon 
enough. The trick is simply to stay 
in the correct lane (remember 
Americans drive on the right), 
although it's all too easy to forget 
this in the middle of a heated 
punch-up. 
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All other riders in the race are 
named, and the dashboard displays 
the identity of the biker closest to 
you for at-a-glance reference. In 
addition, the rear-view mirrors give 
a useful warning of any Rashers 
who might be creeping up on you. 
It's also quite good for watching 
dismounted riders tumble away 
down the road behind you. 


If hit by a car, roadside obstacle 
or dismounted by another 
rider, the player and his 
bike are separated. 
You've then got to run 
back to wherever the 
b * ke has come to rest 
jnFjjm (the severity of the 
collision 

^hJ0r determines how 

W • ? tar away you and 

the machine land) 
and pick it up 
before you can 
continue. It's very 
bad news, not 
"C * c" on *y tor your posi- 
tion in the race but 
? 38 * also for your bike 

which, if damaged 
▼ too badly, will require 
costly repairs. 


To some extent, the jury r s still out 
on this one - the office opinions on 
Road Rash are a real mixed bag. 
After much playing and haggling, 
and then some more playing and a 
bit more haggling, we came to the 
decision that Road Rash 


Publisher: 

Electronic Arts 
Developer: Peastar 


is a good 
game, but not a great one. The 
biggest thing in its favour is simply 
that it achieves its most important 
goal - it's a lot of fun to play. It feels 
good, the controls are responsive, 
there r s a good sensation of speed 
and there's plenty of action and 
excitement all round. However, it's 
saddening to see that the Amiga con¬ 
verters haven't really bothered to do 
THAT much with the material 
they've been given, and the result is 
a game that might be fine on the 
AAegadrive but looks and eventually 
feels a little primitive for the Amiga. 
There's a lot to be said for the fact 
that Activision's Sup< 


BIKE 


Keyboard/Joystick/Joypad 


MEMORY! DISKS 


er Hang-On, /AW 

j which is getting on for four years j ■ ■ VI 

old, is faster and more polished than 
this. Graphically a lot could have 
been done, but unfortunately there's I ; | || 

nothing that really stands out and I j (Q 

impresses, and the same goes for the —— - 1-1 _. 

music, which sounds more suited to 0 If E E A I I 

an ST than an Amiga. Gameplay- H| 

wise, you could probably guess at 

Road Rash's console origins if you 

didn't already know - it's about as 

deep as the toddlers' pool at the 

swimming baths, and ultimately its 

entertainment is limited, if only 

because there's not a great deal of variety between the dif 
ferent tracks and opponents. The police are a nice touch, 
but prospective buyers shouldn't expect too much of the 
game's violent bits - they're good fun and a worthwhile 
addition but not as integral to the action as you might be 
led to believe - think of them as an entertaining side salad 
to the main meal. What Road Rash REALLY needed was a 
split-screen or link-up option so that two players could kick 
the Hell out of each other - that might have made all the 



























PACK ONE 


CLIP ART PACK 


HOME BUSINESS PACK 

This NEW 7 disk pack contains: Text Engine v3.0 - word 
processor, B-Base II - database, Visicalc - spreadsheet, 
DTP program, 600 Business Letters, Business card maker. 
Banking Utils, Forms designer 
A MUST FOR HOME BUSINESS 

- £ 12.00 - 


PACK TWO 


PACK TWO 

DEMO PACK (10 Disks), Budbrain 1 (2 disks) Budbrain 2, 
Scoopex 'Mental Hangover' Palace 'Pulling Trigger', 
Quartex 'Substance', Phenomena 'Interspace', Decay 
•Simpsons Demo' 

GREAT STARTER PACK 

- £ 12.00 - 


LATEST FISH DISKS 


Fish Disks are crammed with all of the latest and best PD 
programs. They are usually compressed & reprsent 
excellent value for maoney. They come with full 
instructions, but be warned, they are intended for users 
with a basic knowledge of the shell or CLI. We have all of 
the collection from 1 to 700 and nearly all will run on the 
Plus machines. Below are some of the latest disks. 

FF 699 REORG - Hard & floppy disk optimiser 
FF 698 SCRAM 500 - Build your own 8Mb expansion & 
SCI controller 

FF 696 CANON & STAR PRINTER DRIVERS 
FF 691/5 C-MANUAL-The latest version with 175 
executable examples & Utils (5 Disks) 

FF 688 OCTAMED PLAYER v3.00 
FF 687 POWER PLAYER v2.7 - Plays crunched modules 
in most formats 

FF 685 FREE COPY d.8-Removes protection for 
backing up disks 

FF 684 MAGPAGES - Create your own disk mag using 
graphics, text & music 

FF 679 RAYSHADE3.1-RayTracing program 

FF 670 DIRWORKvl.51-Directory Utility, full 
configurable 

FF 669 VIRUS CHECKER V6.05 
FF 664 ANTICICLOVIR-Good Saddam & link virus 
detector 

FF 663 DISKTEXT-Checks disk integrity, similar to 
Norton on PC 

FF 661 CITADEL - Full featured BBS program, includes 
25 player BBS game 
FF 652 B-BASE II - Database 
FF 643 PC-TASK - IBM emulator 
FF 630 BOOT INTRO CONSTRUCTION SET 
FF 627 FREEPAINT-Similar to DPaint 
FF 621 ICON EDITOR & N-COMM 
FF 619 SYSINFO - What's in your machine? 

FF 562 SHOW GURU-Recognises & translates 168 
guru error messages 


UTILITIES 

PDU 

16 

AIR TUNNEL SIMULATION (P) 

PDU 

32 

FISH #144 ANALYTIC S/SHEET (P) 

PDU 

43 

FISH #203 ASSEMBLER 8< C (P) 

PDU 

51 

FISH #219 ASTROMONY PROGRAM 

PDU 

99 

HAM RADIO UTILITIES (5 Disks) (P) 

PDU 

101 

MENU MAKER 

PDU 

102 

LABEL DESIGNER (P) 

PDU 

103 

ICON MAKER (P) 

PDU 

104 

ICON MANIA (P) 

PDU 

151 

FIXDISK IP) 

PDU 

164 

GAMES MUSIC CREATOR 

PDU 

186 

FALCON BOOTH BLOCK CREATOR 

PDU 

207 

PERFECT SOUND V1.93 (P) 

PDU 

262 

MED MODULES (P) 

PDU 

366 

IBM EMULATOR (P) 

PDU 

367 

ATARI ST EMULATOR (English version) 

PDU 

368 

SPECTRUM EMULATOR Vl.2 

PDU 

369 

FISH #379 C64 EMULATOR 

PDU 

370 

FLEXIBASE (Database) (P) 

PDU 

371 

NUKE V1.3B (Saddam killer) (P) 

PDU 

377 

M-CAD (Design program) (P) 

PDU 

378 

TRANSFORMER V3.3 (IBM EM) 

PDU 

381 

C-LIGHT (Ray Trace Utility) (P) 

PDU 

380 

TEXT PLUS v3.0en (Edit Crunched Files (P) 

PDU 

375 

MED V3.20 (With MIDI) (P) 

PDU 

382 

MESSYSID II (P) 

PDU 

383 

SPECTRAPAINT v3.2 

PDU 

384 

DISKMASTER v3.2 

PDU 

385 

ELECTROCAD vl.4 (P) 

PDU 

386 

AMIGAFOX vl.l (English Version DTP) (P) 

PDU 

387 

WINDOWBENCH vl.O (2 Disks) 

PDU 

388 

600 BUSINESS LETTERS (P) 

PDU 

389 

B-BASE II (Escellent, Fast Database) 

PDU 

391 

FORAAS REALLY UNLIMITED (P) 

PDU 

398 

AMIBASE PROFESSIONAL II 


✓ VIRUS FREE 

✓ 48 HOURS DESPATCH 

✓ FIRST CLASS DELIVERY 


CATALOGUE DISK 


Our latest update contains details of our 2500 
disk collection. It also has some FREE games in 
it. This is one of the most professional disks you 
will see. Please send 3 First Class stamps to 
receive your copy. Alternatively, you can have 
one FREE with your first order. 



PACK THREE ■ PACK SEVEN 


MUSIC PACK (10 DISKS), 

Vision Music Masters, Crusaders 'Bacteria Music', Crac 
Music Disk, Jetset Overload Music, RAF Megamix No 1, 
Flash digital Concert No 6, Flashing Bytes 'Sweet Songs 1', 
Alcatraz 'Panic voices'. Crusaders Micro Concert, Archaos 
Music Disk. 

- £ 12.00 - 


PACK FIVE 


MUSIC MAKERS (P) 

MED 3.20, Pro Tracker, Star Trekker vl.2,3-Songs 
Disks 4-Instrument Disks 
A MUST FOR HOME MUSICIANS 

- £ 12.00 - 


UTILITIES (cont) 


PDU 399 D-COPY(v2.0,vl.O with Docs) IP) 

PDU 403 NORTH 'C (2 Disks) (P) 

PDU 404 HAMLAB vO.91 (IFF Convertor) (PI 

PDU 405 AMP1.2 (Amigaspell, X-spell, U-Edit, UES) (P) 

PDU 407 OPTI UTILITIES #1 (P) 

PDU 409 GELIGNITE FONTS (Professional Fonts) (P) 

PDU 410 SUPERSOUND II (P) 

PDU 411 IMPLODER v4.0 (P) 

PDU 412 HARD DRIVE UTILITIES (P) 

PDU 413 PROFESSIONAL D-COPYV3.0 
PDU 414 SID v2.00 (Brand New Version) 

PDU 415 BEATRIX POTTER CLIPART 
PDU 416 NIB COPIER v2.0 (Superb!) 

PDU 417 N-COMM v2.0 (Comms program) 

PDU 418 A-GENE V3.125 (Genealogy) 

PDU 419 SUPERKILLERS v2.3 (Ind. Boot-X 4.4) 

PDU 420 PRINTER DRIVER GENERATOR 
PDU 421 OCTAMED vl .00b-8 Channel music editor 
taken from Fish 579 (P) 

PDU 423 BOOT INTRO CONSTRUCTION SET 0 Create 
custom boot loaders (P) 

PDU 425 AMOS UPDATE 1.34 (P) 

PDU 426 RADBENCH - Load workbench as a TSR 
PDU 427 PRINTER DRIVERS - Star LC10, HP Deskjet, 
Paintjet and others (P) 

PDU 429 KING JAMES BIBLE-Text and search program 
(4 Disks) (P) 

PDU 430 ASTRO 22 - Super astrology program (PI 
PDU 431 DPAINT FONTS - Loads of new fonts (2 Disks) (P) 
PDU 432 AMIGA PUNTER - Horse race predictor (P) 

PDU 433 PC-TASK - Great new IBM emulator (P) 

PDU 434 AUDIO ANIMATION STUDIO (P) 

PDU 435 TEXT ENGINE v3.4 - The very latest. Superb! (P) 
PDU 436 TYPING TUTOR-Plus other utils (P) 

PDU 437 WORKD POWER vl.3c-Spell checker (P) 

PDU 438 STAR 9 & 24 PIN PRINTER DRIVERS - Self 
installing, supplied direct from STAR (P) 

PDU 441 POWER PLAYER V2.7 - Plays all mod 
formats...even crunched (P) 

PDU 442 FREECOPYvl.8-Latest version (P) 

PDU 443 DIRWORK vl .51 - Similar to SID, fully 
configurable (P) 

PDU 444 FREEPAINT - Good paint package with 
animation (P) 


EDUCATIONAL 


PDE 1 LEARN & PLAY VOL #1 (Under 10's) (P) 

PDE 2 LEARN & PLAY VOL #2 (Under 10's) (P) 

PDE 3 STORYLAND 2 (Save toyland from the witch) (P) 
PDE 4 TOTAL CONCEPTS - Astronomy (Interactive 
Boole!) (P) 

PDE 5 TOTAL CONCEPTS - Dinosaurs (Interactive Book! 
IP) 

PDE 6 KIDSPAINT (Very Good) (P) 

PDE 7 MR MEN STORIES (Excellent Teaching Aid) 

PDE 8 SIMON & SPACE MATHS (Talking Maths!) (P) 

PDE 9 HOORAY FOR HENRIETTA - Demo version (P) 

PD 10 SPELLBOUND - Demo version (P) 

PDE 11 HENRIETTA'S BOOK OF SPELLS - Demo version (P) 


GAMES PACK (P) 

This NEW 12 disk pack contains: Star Trek, Air Ace II, Dripl, 
Moria, Tanx, Arcade Games, Jeopardy, Wacko Jr in 
Wonderland, Super Skoda Challenge, Hollywood Trivia, 
Card Sharp. 

- £15.00 -_ 


PACK EIGHT 


UTILITIES PACK 

This NEW 5 disk pack contains: MessySid II, 
D-copy v2. New Superkillers (virus killers) 
Fixdisk Text plus v3.0 
THE ESSENTIAL COLLECTION 

- £ 8.00 - 


ANIMATIONS 


PDA 12 STAR TREK #2 (Agatron) (P) 

PDA 13 STAR TREK #17 (Agatron) 

PDA 14 PUGGS IN SPACE 

PDA 5 MOONWALKER 

PDA 18 MILLER LITE ADVERT (P) 

PDA 54 NASA GRAPHICS 

PDA 70 WALKER DEMO #2 (1 Meg) (P) 

PDA 80 WALKER DEMO #2 (Meg, 2 Disks) (P) 

PDA 82 ENTERPRISE LEAVING DOCK (Agatron) (P) 

PDA 81 RAY TRACE ART 

PDA 90 JET FIGHTER ANIMATION 

PDA 108 ADDAMS FAMILY 

PDA 110 BRUCE LEE 'Enter the Dragon' 

PDA 111 BRUCE LEE SLIDESHOW #' 

PDA 123 STEALTHY MANOEUVRES (Eric Schwartz) (P) 

PDA 305 ANTI-LEMMIN' DEMO (Eric Schwartz) (2 Meg, 2 
Disks) 

PDA 134 THE DATING GAME (Eric Schwartz) (3 Meg, 2 
Disks) 

PDA 135 BUZZED (Eric Schwartz) (3 Meg, 3 Disks) 

PDA 136 AT THE MOVIES 2 (Eric Schwartz) (1 or 3 Meg, (4 
Disks) 

PDA 137 WWF WRESTLEMANIA SLIDESHOW 
PDA 138 AT THE BEACH (Eric Schwartz) (3 Meg, 2 Disks) 
PDA 139 UNSPORTING - Latest Schwartz featuring A10 
Tank buster (2 Meg) (P) 

PDA 142 GULF CONFLICT - Another ES blockbuster (2 
Meg) (P) 

PDA 143 SWEET REVENGE - Wile. F. Cyote gets his own 
back! (P) 

PDA 144 HOW TO RUN/COYOTE 2 - Eric Schwartz 1Mb (P) 
PDA 145 AMY WALKS/AMY JOGS/THE BIG SNEEZE - Eric 
Schwartz 1Mb (P) 

PDA 146 ELDERADO SLIDESHOW - Featuring The Plank, 
ery funny! (P) 


MUSIC 


PDM 006 WINKERS SONG (2 Disks) (P) 

PDM 009 RIDE ON TIME & BATDANCE (P) 

PDM 012 BAD - MICHAEL JACKSON (P) 

PDM 020 BAT DANCE (P) 

PDM 027 D-MOB MEGAMUSIC III (P) 

PDM 030 DIGITAL CONCERT II 

PDM 031 DIGITAL CONCERT III 

PDM 035 'I THINK WE'RE ALONE NOW'Tiffany (P) 

PDM 036 'LAND OF CONFUSION'Genesis (P) 

PDM 038 MIAMI VICE THEME (4 Disks) 

PDM 040 MFIVANGELIS DEMO (P) 

PDM 065 DIGITAL CONCERT IV 

PDM 072 POPEYE MEETS THE BEACH BOYS (P) 

PDM 080 DIGITAL CONCERT VI 

PDM 082 FREDDY KRUGER 

PDM 083 KEFRENS JUKEBOX 

PDM 085 MIAMI VICE'Crockets Theme'(P) 

PDM 088 SLAB MUSIC (P) 

PDM 091 100 MOST REMEMBERED C64 TUNES (P) 
PDM 095 HI-FI DEMO (P) 

PDM 104 BASSX #5 Power Remix 
PDM 105 BASSX #6 Sid Youngblood-(P) 

PDM 106 BETTY BOO (P) 

PDM 109 DEPECHEMODE 

PDM 117 FLASH GORDON (2 Disks) (P) 

PDM 118 HATRICK 'LOADSAMONEY' (P) 

PDM 120 LAUREL & HARDY (2 Disks) (P) 

PDM 128 NASPV2.0 

PDM 131 PET SHOP BOYS REMIX #1 (P) 

PDM 132 PET SHOP BOYS REMIX #2 (P) 


HOW TO ORDER 


DISK PRICES 

1-9 . £1.75 each 

10-19 . £1.50 each 

20+ ..£1.25 each 

DEJA VU-£3.99 EACH (P)=Compatible with A500 PLUS 
Postage and Packing FREE, on all orders of 3 disks or more. 
Less than 3 disks P&P £1.00. Europe add 25p per disk.. Rest 
of World add 50p per disk. 


PHONE or FAX 

0782 715255 


We accept all major Credit Cards. 

Please make cheques & P.O.s payable to: 

P.D. DIRECT 

and send to 
DEPT. THO 
86 GEORGE STREET, 
NEWCASTLE, STAFFS ST5 1DN 


This is a NEW collection of 13 discs. All are in IFF format and 
are now menu-driven. There are hundreds of high quality 
images both scanned and drawn on a multitude of 
subjects. EXCELLENT FOR DTP. ALL 13 DISKS for 


£15.00 


GAMES 


PD 1 STAR TREK-The Final Frontier (2 Disks) (PI 
PDG 2 STAR TREK (3 Disks - Reg 2 Drives) (P) 

PDG 21 BOING - The Game '2 Disks) (P) 

PDG 32 LEGEND OF FARGHAIL 
PDG 35 PAIR IT (Educational) (P) 

PDG 46 FRUIT MACHINE, POOL & others 
PDG 50 SEA LANCE (Submarine simulation) (P) 

PDG 60 AIR ACE II (P) 

PDG 61 ELECTRIC TRAIN SET (P) 

PDG 62 SPECTRUM GAMES VOL 1 (P) 

PDG 63 SPECTRUM GAMES VOL 2 (P) 

PDG 66 PUZZLE SOLVE 
PDG 70 DRIP! (P) 

PDG 71 LLAMATRON (By Jeff Minter) 

PDG 73 TWINTRIS 

PDG 75 TANX THE GAME (P) 

PDG 77 STAR TREK - The Next Generation (P) 

PDG 79 CARD SHARP (P) 

PDG 80 CHINA CHALLENGE II 
PDG 83 JEOPARDY (Risk) (P) 

PDG 85 HOLLYWOOD TRIVIA (P) 

PDG 86 CRAZY SUE 

PDG 87 AMIGA COLLUMNS IP) 

PDG 88 REVENGE OF THE MUTANT CAMELS - by Jeff 
Minter 

PDG 89 THE ALL NEW STAR TREK - Jim Barbers version (2 
Disks) 

PDG 91 LEGEND OF LOTHIAN - Great new Ultima type 
adventure (P) 

PDG 92 ASHIDO - Super puzzle game, very addictive (P) 
PDG 93 GOLDEN OLDIES - A handful of classic shoot- 
em-ups (P) 

PDG 94 LEMMINGOIDS - Asteroids with a difference 
PDG 95 INTERNATIONAL CRICKET - Brilliant, very 
playable (P) 

PDG 96 BARON BALDRIC - Good platform game demo (P) 
PDG 97 DIAMOND THIEF - Addictive! (P) 

PDG 98 MENTAL IMAGE GAMES #1 - Gridrunner, 

Invaders, Rebound (P) 

PDG 99 MENTAL IMAGE GAMES #2 - Invaders II, Willy, 
Satu (P) 

PDG 100 PUGGLES (P) 

PDG 101 GX 200 - Brilliant game (P) 

PDG 102 TOTAL WAR - Very good strategy game (P) 

PDG 103 BALL LIGHTNING - Like Wizball, good! (P) 

PDG 104 E-TYPE - The finest Asteroids game (P) 

PDG 105 MANIA - Iraqi war shoot em up...very good! (P) 
PDG 106 AIRPORT - Very playable ATC simularor (P) 

PDG 107 QUADRIX - Excellent puzzle game (P) 

PDG 108 CATACOMB ADVENTURE (P) 


DEMOS 


PDD 001 ANARCHY DEMO 

PDD 004 DEATHSTAR MEGADEMO (2 Disks) 

PDD 007 ELVIRA DEMO 
PDD 016 ROBOCOP DEMO (P) 

PDD 031 ANARCHY 'Ooh it's obscene 3' 

PDD 051 HATRICK#l'Arsewipe' 

PDD 052 HATRICK #2'Smashing day out'(P) 

PDD 055 KEFRENS MEGADEMO #8 (2 Disks) 

PDD 062 NORTHSTAR MEGADEMO #2 
PDD 070 REBELS MEGADEMO 
PDD 072 RED SECTOR DEMO #4 
PDD 075 SCOOPEX DEMO 
PDD 076 SCOOPEX MEGADEMO (P) 

PDD 096 MAGNETIC FIELDS DEMO #36 
PDD 097 PREDATORS MEGADEMO (2 Disks) 

PDD 098 SAFE SEX DEMO IP) 

PDD 107 BUDBRAIN #1 (2 Disks) (P) 

PDD 115 MAGNETIC FIELDS DEMO 3 40 
PDD 130 CHUBBY BROWN DEMO (P) 

PDD 131 CRIONICS DEMO 

PDD 134 MAGNETIC FIELDS DEMO #@£ 

PDD 152 FLASH'NO BRAIN NO PAIN'(2 Disks) (P) 

PDD 153 BILLY CONNOLLY DEMO (2 Disks) (P) 

PDD 160 HATRICK'Rave On' 

PDD 177 BUDBRAIN II 

PDD 179 CRIONICS 'Total Destruction' 

PDD 238 IRAQ VS KUWAIT DEMO 
PDD 287 PHENOMENA ENIGMA (P) 

PDD 288 PHENOMENA TERMINATOR 
PDD 292 BATMAN DEMO (P) 

PDD 306 DIGITAL INNOVATION By Anarchy 
PDD 307 VIRTUAL WORLDS 
PDD 308 UNIVERSAL INTENSITY 
PDD 309 ALPHA OMEGA (P) 

PDD 310 DECAYING, PARADISE By Andromeda (P) 

PDD 311 ODDESSY By Alcatraz (5 Disks - Superb!) 

PDD 312 HARDWIRED - By Crionics and Silents (2 Disks) 
PDD 313 VOYAGE - Razor 1911 (P) 

PDD 314 GLOBAL EFFECT 


RED SECTOR INC 


PDU 401 RSI DEMO MAKER 
PDU 364 RSI UTILITIES DISK #1 
PDU 392 RSI UTILITIES DISK #2 
PDU 393 RSI VECTOR OBJECT EDITOR 
PDU 372 RSI VECTORBALLS EDITOR 
PDU 394 RSI FONT EDITOR 
PDU 365 TSB VECTOR DESIGNER 
PDU 395/6/7 RSI MODULES #1,2 & 3 


FISH COLLECTION 

We now stock disks No. 1-740 

T-BAG COLLECTION 

Disks 1-63 now available 
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Zyconix is nice - but it r s not going 
to set the world on fire. It r s well 
presented, with colourful but not 
distracting graphics and some 
superb tunes (although these do 
get a little wearing after a while 
so be thankful for the option to 
turn them off). On its lower skill 
levels, where you can get quite a 
pleasant and absorbing little line- 
creating rhythm going, it proves 
more relaxing than taxing to play. 

It's a lot more forgiving than its 
dose-cousin Klax ever was, mainly 
thanks to the frequent power-ups 
that seem to appear just when 
you need them to help you out 
the tight spots. Peculiarly, howev¬ 
er, Zyconix's virtues are also its 
sins. Its 'easier' nature means that 
it rarely generates any real sense 
of excitement and the power-ups 
introduce too much randomness 
into a game where surely success 
should rely more on skill than 
chance. It might have been nice to 
have an option to turn the power- 
ups off. The end result of all this 
is that the satisfaction you get 
from creating a line is minimal, 
certainly when compared to a 
game like Tetris, mainly because 
you often don't feel all as much in 
control of what's going on as you 
should do. This criticism makes it 
sound like I didn't enjoy the game 
which really isn't true - I found it 
a lot of fun to play. The only 

problem is that, despite the four game variations and the 
multiple skill levels, I can't see it dragging me back for one 
more go in a year's time like a classic 
arcade puzzler 
should. 

A wide variety of power- 
ups appear frequently dur¬ 
ing the game. One, when 
activated, turns into a ball 
which bounces around the 
screen, destroying any 
blocks it hits. By grabbing a 
block, the player can try and 
direct it, turning the game 
into an upside-down version 
of Breakout. Another, when 

grabbed and released, drops down like a rocket, destroying all the 
blocks in the column it hits. Although useful in times of trouble, 
these power-ups can also have the dismaying effect of trashing 
any carefully planned line set-ups you may have created. 


You're certainly not 
starved of options in 
Zyconix. As well as mul¬ 
tiple skill levels, you 
can choose to play any 
one of a number of 
variations on the basic 
gameplay, all 
selectable from this 
screen. Louis's game is the basic 
endurance test - survive as long as possible. 
Dazza's game plays as normal, but with a wall of blocks already 
in place at the bottom of the screen which have to be removed. Shazza's 
game is against the clock - fail to get a line within a time limit and a row of 
undestroyable blocks appears at the bottom of the screen, pushing the rest 
upwards. Spry is a survival game, with rows of undestroyable blocks con¬ 
stantly being added to the bottom of the screen, gradually reducing the 
play area. 


Zyconix can be played simultaneously by two players, if you wish. Each player 
has their own 'pit', one on either side of the screen. Although a nice idea, 
there's very little real point to it as neither player can affect the other's game. 
At the end of the day you might as well just takes turns. 


Klax meets Arkanoid meets 
Tetris, that's the best way to 
describe Zyconix. But is it more 
than the sum of its parts or less? 
David Upchurch reports... 


Z yconix looks - and plays - very much like a two- 
dimensional version of Klax. And, considering that 
Klax's three-dimensional aspect was completely 
false and superfluous anyway, you'll appreciate that the 
two games are very similar indeed. The scenario is this: 
randomly-selected coloured blocks tumble down from 
the top of the screen and collect at the bottom. The 
player can grab them with a cursor as they fall and move 
them around the screen, with the aim of positioning 
them so that when the blocks finally come to rest they 
form lines either horizontally or diagonally - vertical 
stacks would be too easy - which then disappear. If the 
blocks build up to the top of the screen then the game 
ends. 

From time to time special icons drift down which, 
when grabbed, have typically beneficial but occasional¬ 
ly detrimental effects on the player's game. The longer 
the player survives, the harder it get, with the blocks 
falling ever faster. Before the game starts the player can 
make things tougher for himself by increasing the rate 
at which blocks fall and altering the minimum number 
of blocks needed in a line before it'll disappear. 

And that's all there is to say, really. Like most arcade 
puzzle games Zyconix is a very simple concept. But does 
it have that elusive addic¬ 
tive quality that Tetris had 
or is it just an also ran? 
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I never knew computer games 
could be so educational! And 
today's lesson, courtesy of Mil¬ 
lennium, is all about Rome. Rome 
began life as a tiny city-state always 
under threat from neighbouring 
kingdoms. The extent of the threat 
was so great that the Romans decid¬ 
ed to kill everybody and set them¬ 
selves up as a Republic. 

This newly-formed region was 
divided into two classes; the Patri¬ 
cians, the elite of the population 
who held the vote, and the Plebians, 
who had no money and made no 
decisions at all in the running of the 
community. After a century or so of 
this, the Plebs decided that they'd 
had enough and marched off out of 
Rome, threatening to start their own 
city (Plebsville, or Bath as we call it 
today). The Patricians, horrified at 
the thought of actually having to do 
some hard labour, begged the Plebs 
to stay - even offering them the priv¬ 
ilege of the vote! 

During the next few centuries 
Rome expanded relentlessly, con¬ 
quering all neighbouring states and 
acquiring a vast amount of new citi¬ 
zens who, once submitting to the 


How we long for those days when the baths were as hot as the 
orgies and stealing and knifing were as commonplace as slavery. 
Simon Byron slips into a cosy toga and pops down to Rome for a 
dip in steaming ass's milk with the not-very-ugly Cleopatra 


Roman rule, were allowed to vote as 
well. Unfortunately all this vote 
counting business was becoming a 
bit of a chore for the rulers so they 
dropped democracy for straight dic¬ 
tatorship and the reign of the Emper¬ 
ors began. With their advances in 
technology and revolutionary plumb¬ 
ing system the Roman era looked 
likely to run and run. 

But soon the population became 
extremely complacent and when the 
first cracks began to appear in their 
'perfect' society none of them lifted 
a finger to stop it. Rome soon found 
itself at the mercy of bloodthirsty 
adventurers. Anyone, with a bit of 
cunning, scheming and conniving, 
could eventually find themselves 
wearing the ultimate prize - the 
Imperial Crown. 

You don't know anybody who fits 
that description, do you...? 


The conversations in Rome are lim¬ 
ited to say the least. People will 
often pop by with a cheery word or 
two, or Hector will often suggest 
clues or pipe up with sarcastic 
remarks but that's about all. 
Announcements are often, erm, 
announced in these speech 
bubbles, relieving you of the need 
to be in the right place at the right 
time to know what's going on. 


The volcano soon explodes so hope¬ 
fully by this time you'll be safely on 
your way to Rome and the next 
stage of the game. These unusual 
graphical effects reflect the action 
quite nicely and are some of the few 
obvious improvements over Robin 
Hood, although I can't help feeling 
that the way the static play-area 
backdrops are presented gives the 
impression of playing in a shoe-box. 





















review 


The command panel is simple and easy to use. Everything is pretty much 
self-explanatory, so much so that I could type anything I wanted to here - 
although I'm not going to. The 'Use' and 'Do' buttons bring up sub menus of 
actions and objects which vary depending on your particular circumstances. 
The 'Who?' command gives you info on the person selected and 'Map' calls 
up, not a pound of sausages as the name might imply, but a map. Follow 
and Run also perform exactly what you'd expect them to so you shouldn't 
find too much trouble with this particular aspect of the game. 





The game begins with Hector, our hero, standing in the high social class 
known as 'the slave'. Unfortunately Herculaneum (the area where you start 
off) is about to, quite literally, explode due to a rumbling volvano in the 
neighbourhood so a hasty exit is what's called for here. In Rome, as in Robin 
Hood, the player is not given 'direct' control over Hector, and if left alone 
for a few seconds he'll quite happily wander off to do his own thing. 







The Map displays an immediate view of the surrounding 
area, with all the various other characters represented 
by flashing dots. The surrounding buildings are also 
shown and it is possible just to click on the exact loca¬ 
tion you wish Hector to go to, avoiding all the needless 
wandering about between events. 
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The quest soon changes from a simple take-care-of-your- 
self outing to a strategy- and military-based operation. 
Hector needs to capture the British Standard from the 
opposing army by guiding his men successfully through 
this mission. The controls change slightly in these 
sections allowing commands to be easily issued to the 
troops. They can be made to rally, form up and follow 
Hector - in short anything really, as long as they keep the 
Roman Standard safe. Lose that and you’ll not only have 
lost your honour, you’ll have lost the game too. 































Sexy strategy games are hard to find, 
with most being poor slap-dash affairs 
consisting of slow-moving and badly- 
drawn sprites. Just because they're 
supposed to appeal more to the 
thinkers among us doesn't necessarily 
mean that presentation should be the 
last thing considered, does it? 

Anyway, guess what we have here? 
Initially the game promises more than 
it delivers with a rather nice opening 
consisting of a groovy title screen and 
blissfully relaxing accompanying 
music. Things soon start to progress 
rapidly downhill though, and once into 
the game proper the real flaws leap 
out of the screen at you. Now, I don't 
dislike this game specifically because 
it's a strategy game - I enjoyed Sabre 
Team (reviewed this issue) immensely, 
and the two games actually have a lot 
in common, what with the alternating 
turns and 'movement points' system. 
Unfortunately, although you don't 
have to wait so long between goes as 
in Sabre Team, all Paladin consists of 
is slow trekking across the screen and 
hardly any action. When your party of 
travellers does come across a group of 
baddies the battles seem unfair and 
frustrating. Casting spells is a hit and 
miss affair and more often than not 
you are simply told J the spell failed' 
with no explanation to stop you from 
making the same mistake again. 
Seeing as you could have wasted a 
large fraction of your movement 
points attempting the spell it seems a 
trifle harsh that no reason for its fail- 
Of course, come the 


publisher: Impressions 
Developer: Qhimtrend 
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ure is given 
enemy's go the evil mages chuck the 

spells around like there's no tomorrow. The mission builder 
is a necessary addition as the missions supplied are dull in 
the extreme and all seem to consist of milling about wait¬ 
ing to be attacked. I don't know - maybe if you were 
deeply into these sorts of games you might read more into 
it than I have but if you're anything like me and you hap¬ 
pen to be in my car then you'll be steering well clear. 

Sorry. 




The main screen is, surprisingly, 
where all the main action takes 
place. Commands are issued via the 
handy icons and movement is 
achieved first by facing the character 
under control in the direction that 
you wish to travel and then clicking 
on the landscape directly, causing 
the sprite to move one square in 
that direction. 


A Paladin is a legendary hero and a knight 
of great renown. There's no-one better to 
review a game featuring such a character 
than Simon Byron, who is to hard-men 
what Winona Ryder is to the Haggard 
Women Foundation (i.e. not a lot) 


E ver wanted to get tooled up, gath¬ 
er a few mates together and set 
off into magical worlds contain¬ 
ing all manner of weird creatures? Well, 
now's your chance. Playing a Paladin 
requires skill and cunning, as it's in their 
job description to solve puzzles, rescue 
prisoners and save villages. And whilse 
completing these quests is a task in itself, 
the overall game objective is to take your 
Paladin from the status of freshly-trained 
novice to a hardened, matchless veteran. 

Progress is never easy in these quests 
so a team of assorted allies are provid¬ 
ed (consisting of an array of Mages, 
Rangers, Swordsmen and Thieves) who 
must interact with each other using their 
individual abilities to overcome obstacles 
and opponents and thus complete the 
quest. The Paladin (that's you, that is) 
has four abilities which increase with 
time and experience. As these four skills 
improve you are given new titles to 
reflect your greater status and your over¬ 
all performance and, more importantly, 
your movement points (reflecting the 
number of actions you can perform each 
go) are increased. Phew! 


The Quest Builder allows you to 
design any scenario you can think 
up. You can place special objects, 
buildings and opponents wherever 
you please as well as setting various 
teleport points and the overall victo¬ 
ry conditions. Although requiring 
some thought to use, the results can 
be pretty spectacular and, if nothing 
else, will add to the overall longevity 
of the game. 



The map can be called at any time 
and displays a view of all the 
locations visited in the immediate 
vicinity. Fortunately this doesn't use 
up any valuable movement points so 
there are no real restrictions on the 
amount of times you can use it. 

The land is populated by a vast num¬ 
ber of death-inducing creatures who all 
require different offensive and defensive 
procedures. The weirder beasts include 
a 'Doppleganger' (a kind of nasty 
chameleon) and a 'Displacer Beast' who 
always appear one square away from 
where they really are. 

So then, the characters have been 
introduced, the scenes have been set, 
let's take a look what we're here to see, 
namely the game itself. 


The thick of the battle causes all 
manner of effects to take place. The 
slightly off-coloured blocks in the 
top right-hand corner of the play 
area are the result of a fireball 
thrown by the evil creatures. The 
timer in the corner of the icon area 
indicates the time left to complete 
the mission and it is reduced by thir¬ 
ty seconds for every turn made by 
you or the computer. 
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CARTOON LAND GONE BAD! 


Whilst publishing his underground comic Jack Oeebs has unwittingly created 
a parallel universe inhabited by cartoon characters known as DOODLES. 

You are transported into COOL WORLD and seduced, through engaging 
messages, by the Doodle vamp... HOLLI . Visual jokes and gags punctuate 
your adventure as you hop to and fro between reality and COOL WORLD. 

But Holli's dream is to shed her Doodle indentity... to become a real woman 
- with a real interest in Jack! 4* f B W e, 

A DREAM THAT COULD IQi^U 
DESTROY BOTH WORLDS! mu 
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Oooh, fooky*. here rtt tms rock 
niche - there s a p^rr of rubber , 
gloves secreted - away. iV’onder- 
vvhere tbev'rr come ?•» handy? 


Brad's little trot ail starts off 
.peacefully enough - there 
doesn't seem to be that much 
dange r around,beri?... 
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Curse of 


Look out, Lucasfilm. Stand by r Sierra. 
Core's coming through with their all- 
singing r all-dancing r all-British graphic 
adventure. Will David Upchurch be 
enchanted by this Curse? 


The core (no pun intended) of the game is its puz¬ 
zles and these are often disappointing. Take this 
scene, for example. The robot guards the way into 
the ship but it won't let you past so what do you do. 
Easy - you get a sock from the pile on the left and 
fill it with old coins from the pile on the right then 
whack the droid over the head with the improvised 
cosh. Hardly taxing, is it? Some of the problems are 
a little more involved but not much. 


Y ou know how it is. One 
moment you're happily play¬ 
ing baseball in the park with 
your sister, the next you're whisked 
away to another dimension. 

Such is the fate that befalls poor 
Brad, a typical all-American sneakers- 
n'-baseball-cap kinda kid. While slid¬ 
ing into fourth base, a magic portal 
appears right in front of him and to 
his dismay Brad suddenly finds him¬ 


self tumbling through time and 
space. 

With a thump Brad lands in the 
magical realm of Zeloria, surround¬ 
ed by hideously deformed creatures. 
He barely has time to come to his 
senses before he's dragged away 
and imprisoned in a dark dungeon 
cell. As if things weren't bad enough 
already. Brad soon learns that his 
abduction was all the plot of an evil 


witch who requires a human male 
child as a vital ingredient in an eter¬ 
nal youth potion - him! Can Brad 
escape, defeat the wicked witch and 
find a way back home? Only you (as 
they say) can decide... 

Curse of Enchantia is a graphic 
adventure written firmly in the 
Lucasfilm/Sierra tradition. It's Core's 
first foray into the genre but it's 
obviously been taking a few point¬ 


ers from the American experience - 
lush hand-painted backgrounds, 
humourously-animated characters 
and a friendly icon-based player inter¬ 
face pitch Curse into direct competi- 
ton with the games from the US mas¬ 
ters. 

But can it topple the incredible 
Monkey Island 2 from the top of the 
graphic adventuring tree? Only one 
way to find out... 


Brad p usbs a botdlfer* into the 
gap giving him <mJbgh height 
to j u mp ovcr* th e Sbyss 
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The lack of text throughout the game means that typi¬ 
cally any humour in the game arises from characters 
falling over or making faces rather than cracking 
funnies. There are a couple of good puns, though - this 
character here is a clairvoyant called Sally See-All and, 
as you can see, Sally is actually a seal! Brilliant! 



Curse uses a point-n'-click icon interface. The icon bar can be brought up at 
any time by clicking on the right mouse button and then selections are 


This is where your troubles start - chained up in the wicked witch's slam¬ 
mer. You've got nothing on you to pick the locks with and there's nothing 
handy within reach. Perhaps you pathetic cries of help will get you some¬ 
where? 


In all, there are a possible thirteen actions in all, many requiring interaction 
with objects in the scenery and/or in your inventory. It's a bit more cumber¬ 
some than Lucasfilm and Sierra's interfaces and even after a fair bit of use 
it can still confuse. 
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This narrow path at the Edge of the World provides some good exam 
pies of the kinds of puzzles and problems that you'll discover on 
your trip through Zeloria. Fancy a walk? 


Brad has to walk with Care 
here - there's a pretariousfy- 
balanced rock just waiting to 
drop on his head. 


t his electric man is a real 
shocker. Brad dons those hand 
1 1v placed rubber gloves from 
earlier and gives him a good 
shove to get rid of hint... 


Another jmem»ngIv impassjtbI k 
abyss but fiddling vffi tftgffl 
buttons nearby soon 
magical bridge. / j| 


There’s no peril even here - if Brad 
comes a cropper and falls off the 
pathway this big bird snatches him 
up and airlifts him to safety -jrght, 
back where he started. ^ A 
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Clicking on the speech 
bubble icon allows you 
to talk to the characters 
you meet. It's fairly lim¬ 
ited - all you can do is 
say "Hi" or "Help", and 
hope that the characters 
respond favourably to 
your advances. When 
they do speak no text 
appears on the screen. 
Instead, icons pop up 
telling you (and none 
too understandably at 
times) what they want 
you to do. Although a 
good way of bridging 
international language 
barriers, the lack of text 
strips the characters of 
any personality. 


In amongst the puzzles there are a few weird 'arcade' sections, like this early 
scene where you are trying to escape from the dungeon. As the guard chas¬ 
es you down the corridor there's chance for the crafty player to pick up the 
valuable gems lying on the floor. This would be fairly easy if it weren't for 
the statues holding mallets which they use to try and bash you on the head. 
Not a bad idea, but there's no threat - if a mallet hits you you just get 
knocked back and if the guard catches you you just get knocked forward. 
Either way, you still escape safely in the end, so what's the point? 


As seems to be the trend with most modern graphic adventures. Curse's 
scenery was first painted by hand then digitally scanned in and retouched. 
The resulting graphics are far more attractive and flowing than those you d 
get if they'd been drawn on the computer screen (compare the back¬ 
grounds to Hook's, for example). The only drawback is they can be a bit 
unclear in places - finding some of the objects you need to solve the puz¬ 
zles amongst the jumble of pixels can be difficult sometimes. 
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There's lots to enjoy in Curse of 
Enchantia. The graphics are attractive 
if a little 'scratchy' in places, the char¬ 
acter animation is fun, the sound is 
fine - the brief speech samples when 
you greet someone or cry 'Help!' are 
a particularly neat touch - and the 
player interface, although a tad cum¬ 
bersome at first, works fine. Curse of 
Enchantia looks good, sounds good 
and plays well - so why don't I like it 
as much as I should? There are sever¬ 
al reasons. For a start, the 'arcade'- 
like Sections are nothing but a pain in 
the butt, especially as there's no real 
threat of death from them. More 
importantly, the puzzles are too lin¬ 
ear and their solutions too simple - if 
you've got a problem, nine times out 
of ten the answer can be found near 
by. These criticisms are especially true 
of the first section of the game - it's 
easy to get a good fifth of the way 

into it on your first go. Admittedly the game opens up from 
then on, but it's still a relatively easy ride. The only time 
you ever really get stopped in your tracks is when a solution 
relies on an object that you've missed because either it's 
too small to see clearly (some are literally a couple of pixels 
big) or it's hidden 'behind' the scenery (which is plain 
annoying and totally unfair). Also, despite some good 
moments. Curse lacks real humour and atmosphere. This 
may be partly due to the lack of text in the game - it's hard 
to relate to the characters you meet when all they do is 
spout obscure icons at you. Although entertaining. Curse of 
Enchantia is to Monkey Island 2 what Smash is to mashed 
potato - although at first you may be fooled into thinking 
it's the real thing, you'll soon discover that it's just a weak¬ 
er substitute. 


o imum, 

m 












































SOFTWARE LTD 


HD TEL:0709 372290 


19.07 on the 5th of 


May 1980 John Dellow of the 


Metropolitan Police signed a 


document passing control of 


the Iranian Embassy siege to 


LT. COL H.M.Ross. 


He sent in three, four-man 


teams (Sabre teams) of 22 


S.A.S, the rest is history. 
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This simulation is based on 
the information that is 
available and is produced by 
people who have a great deal 
of admiration for the people 
they will never know. 
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black-clad rescuers of Princes 
Street depicted by the B.B.C 
as the pictures of the last 
minutes of the siege were 
relayed live around the world. 


We as mere mortals can only 
wonder at the exploits of this 
most professional and highly 
trained fighting force as 
officially it does not exist. 
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T he S.A.S. are a team of rock- 
hard guys who'll not bat an 
eyelid even when told to spend 
five days hunched up inside a toilet 
cistern with no food or water (apart 
from the odd mouthful of 'Mr Flush' 
or whatever) because some High 
Command loony has decided this is 
the best way to ensure British Secu¬ 
rity and generally make good old 
Blighty a safer place to live in. 
Hooray for them, then, and hooray 
for Krisalis and their fantastic new 
game which gives you (yes, you etc) 
the opportunity to command four of 
these super-tough blokes through 
five varied and progressively more 
difficult missions. 

Sabre Team is played a bit like 
Heroquest, with each team member 
having a set number of 'Action 
A Points' with which to make their 
moves during the player's go. 

W 


There's nothing 
Simon Byron likes 
more than covering 
his face in mud, 
rolling about in the 
undergrowth and 
generally being 
dirty. It r s a shame, 
then, that he first 
has to review the 
latest Krisalis 
release before he 
can get back to his 
favourite pastime 


Before the game there are a number 
of options to play with, such as 
which of the four hard-men (out of 
eight) will be attempting the mis¬ 
sion, which weapons and accessories 
will be carried and even the posi¬ 
tions where the will team set off 
from. With all the enemies starting 
in different locations each time you 
play these factors mean that no two 
games will ever be the same. 
Strategy comes into play early on, 
with decisions affecting each indi¬ 
vidual's performance, like who'll be 
firing the most accurate weapons 
and how much kit each team mem¬ 
ber should carry. 



Here we go, then! It's inside the 
Embassy for us and an audience 
with Mr Nasty Terrorist and all his 
friends. The exterior walls disappear 
when a soldier walks through an 
entrance and, when in control of 
another team-member, the view 
'cuts around' his position so it is 
easy to see where he is situated. 

All the information regarding the 
mission objectives and number of 
hostages to be saved are presented 
like this at the start of each level. On 
the first level you can afford to 
waste one hostage but any more 
and it's back to the Territorials for 
you. This handy information screen 
cannot be recalled at any time dur¬ 
ing the game so you should remem¬ 
ber or note down all the information 
at the start 


Different actions 'cost' a different 
number of Points to be successfully 
completed and an awful amount of 
planning is required to prevent cer¬ 
tain soldiers from being left open to 
enemy fire with no Action Points left 
with which to retaliate. These points 
will be replenished between goes so 
there's no need to cry if you're run¬ 
ning a little low on your current turn. 
After all the player's moves have 
been made the turn is ended and the 
computer has its go, controlling all 
the enemies one by one and making 
individual decisions as it goes. 

With its high level of strategy and 
not-altogether-fast gameplay, will 
Sabre Team grab the attention of the 
more thoughtful Amiga owners or 
end up leaving everybody feeling as 
if they've just had one gulp too many 
of Mr Flush? There's only one way to 
find out... 
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You'll often find yourself staring at 
this screen - it's displayed while the 
computer decides on the movements 
for all of its characters. Although this 
process can be speeded up, it's often 
interesting to see what the enemy is 
up to as all the icons represent move¬ 
ments and actions being made by the 
bad guys and hostages. This is also 
the place to check out the health of 
the opposition. 


fllMr ~initial 'tooling up' it's off 
vm %st mission and high time we 
'mmnsrvz the camp. The red arrows on 
iflhi : -tass in the bottom right- 
mm : corner of the screen indicate 
MhHt Wm current man under control 
soar ■■■— something out of the corner 
■iat Mm eye in the respective direc- 
-aor : If the arrows turn blue it 

mmams that the soldier has heard 
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Ihe blueprint can be called up at any time and provides a pocket-size map 
r the area which can be scrolled around at will to check out the scenery 
and pinpoint the locations of your other three soldiers. Unfortunately, 
rough, all this random sight-seeing depletes the player's Action Points so 
tw aid should not be used too often otherwise you could find yourself 
•»-th insufficient points to react to the information discovered. 


"-'ese static screens pop up once in a while at key points in the game. It 
«*;ms as though I've done something right for once - now the fun can really 
mart. You see, once a hostage is collected he becomes part of your team 
wmd needs to be negotiated safely through the terrain to the rendezvous 
:ont, meaning that your group can sometimes consist of as many as eight 
i*en. 



R E V I 




iimmiTY 


LHSTR1ILITY 


DISKS 


The most impressive aspect of Sabre ||l ft ft® 

Team is its excellent atmosphere. From 3j§PI y £ ^ 

the initial loading screen depicting the CJSsS 

S.A.S. motto to the creeping around the KlKWTiffMJTl 
enemy bases, not knowing what lies 

around each corner, the tense mood is ft ft® 

sustained wonderfully. It r s difficult to say y || 

whether the game really is authentic or mSBm 
not (I haven't managed to invite my * « m « nr r 

S.A.S. mates round for their opinions just 
yet) but you can certainly relate to the JrjFB 

real-life scenarios ripped, as they say, B 

“from today's headlines". With its turns BB 1 
system and 'pieces' moving, the game UK 1 f§ Up 

often feels like a much-enhanced version 
of Chess. This feeling is further increased 
by the not-very-short waiting time between moves while the 
computer decides what it's going to do with its troops. The 
delay isn't overly long or painful (and, to be fair, it can be 
slightly speeded up if you hold the mouse button down) but it 
does slow down the game's pace, which can be frustrating 
when the bullets start flying in earnest. This is definitely more 
of a “thinking man's" game and not for the frantic fire-button 
pummeller; even at its peak the action is sedate to say the 
least. However, if you can live with the mildly irritating thumb 
twiddling then what you'll discover here is a deep and involv¬ 
ing game that grabs you from the minute you first load it. 
There are no quick and easy thrills on offer, but if you're will¬ 
ing to invest some time and effort then you'll find (as I did) 
that Sabre Team is one of the most engrossing action strategy 
games around. / 
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Joystick 


MEMORY I DISKS 


After the recent likes of Zool, Fire & 
Ice and The Addams Family, Doodle 
Bug really has to impress to stand 
out from the platform game crowd. 
Maybe if it had been launched a 
couple of months ago, Doodle Bug 
would have cleaned up and become 
an enormous success. I'm sure it'll 
still do well but, perhaps unfairly, it 
just seems to be 'yet another plat¬ 
form game’. The graphics are better 
than most - although the main char¬ 
acter doesn't seem to have the per¬ 
sonality of, say, Zool or Robocod - 
; \ . / and the sound is jolly. However, the 

gameplay is a little slow - it's certainly not as manic as 
Zool, or as playable. Perhaps the main reason for this is 
Doodle Bug's fragile nature - you see, he can't fall too far 
without dying. Although, one presumes, this is meant to 
encourage the use of Doodle Bug's 'special powers' (that is, 
drawing an umbrella with a magic pencil to float you down 
to safety) it just seems so unnatural now after so many 
games have allowed you to fall miles unscathed. Doodle 
Bug is nicely presented, well designed and playable - let s 
make no bones about it, it’s a good game. But there are so 
many others in the genre to choose from now and Doodle 
Bug doesn't really offer anything superior or different to 
\ what's gone before for it to make much of an impact. 






iimuim 


DOODLE 

BUG 


There's more 
console-style 
platform games 
appearing now than 
ever before. Simon 
Byron checks out 
Core's latest and 
asks "Is there room 
in the Amiga market 
for yet another 
Sonic/Mario 
imitation?" 


D oodle Bug is not your average 
type of, er, doodlebug. As far 
as I can remember a doodle 
bug was, in fact, a flying bomb 
which the Germans used to fire in 
our general direction during the Sec¬ 
ond World War, mainly because they 
were too scared to 'come and have a 
go' themselves. Playing that sort of 
doodle bug (also known as a M2, his¬ 
tory fans) wouldn't make for a very 
exciting game -1 mean, what would 
you do apart from roughly face your¬ 
self towards London and let rip? But 
enough of this... 

THIS Doodle Bug is in a spot of 
bother. You'll never guess what's 
happened - the stunningly beautiful 
Princess Lady-Bug has been kid¬ 
napped by a mysterious dark figure 
and only one person can save her... 
That's right, Les Dawson. Actually 
that last bit's not true -1 made it up 
in an effort to improve the drastical¬ 
ly unoriginal plot but you weren't 
fooled, were you? Yes, it's Doodle 
Bug who's out to save the day. 
Armed with a set of pencils with 
which he can draw some pretty tasty 
weapons. Doodlebug begins the 
long and arduous runny-jumpy trek 
across the scrolling world of Cartoo- 
nia in an effort to rescue the Princess 
and generally become the all-round 
hero. 


The various pencils that Doodle Bug 
carries are handy, if limited in sup¬ 
ply. When thrown they draw some¬ 
thing to help Doodle Bug progress 
(the exact object drawn can be 
selected with a simple joystick 
manoeuvre). Umbrellas are useful 
for avoiding large chunks of con¬ 
crete up your nostrils when you fall 
too far and the Balloons enable 
Doodle Bug to reach higher plat¬ 
forms which are usually inaccessi¬ 
ble. The Stopwatch freezes all the 
meanies for a few seconds and the 
green Potion acts as a sort of tem¬ 
porary shield. The final, and per¬ 
haps, scrummiest of the lot is the 
Eraser-Bomb which explodes three 
times in a starburst pattern, killing 
anything that the fragments hit. 


the song goes "People are strange, when you're a stranger" and it's obvi- 
is that Echo and the Bunnymen are familiar with the folk in Doodle Bug s 
id. Passers-by can often come up with the weirdest advice (one 9 ,rl '« d 
e to "Beware of a nasty man carrying a earphone a" d briefcase or he will 
sal your gold", whatever that may mean). Others, though, offer more 
an drunken proverbs and it is possible to pick up some d,ffere "V£ e $. h °** 
transport like a helicopter, a submarine or even this spacetastic flying 























































YOLkPRIVATE PORTAL 
INT#THEGAMESCAPE. 
A DIMENSION.WHERE 
ANYTHING CAN HAPPEN 
AND DOES! • 

teZitz e Rash and Pimple... 
/ the BattletoadS! • 


' Okay toads!* 

^ Let's get EVEN! When the 
evil Dark.Queen kidnaps your best-buddy, 
Pimple and the best looking Princess this side 
-oitbe Mazallion'Star Cluster - what are you 
gonna do about it? Are you gonna 
cry? Hide? Call’the.Stafcops? • 0 

No'way! •Because you're a * 

BATTLEfOA'Dand BATTLETOADS 
don’t cry, hitler call for help. ' 

• BATRETQADS get real MAD - and then 
they get EVEN! 


SSI 


Available for: 

IBM PC and 100% 
compatibles, 

Amiga and Atari ST. 


. ^J^*®^^^ATTLETOADS FEATURES: 

• SIMULTANEOUS 2 PLAYER OPTION. 
12 LEVELS OF UNIQUE, AWARD-WINNING ACTION. 
•92 FRAMES OF CHARACTER ANIMATION. 


WEST 


IT'S FAST... IT'S FURIOUS... IT'S TOADALLY FUNPHIBIAN 


1992 RARE LTD. LICENSED TO TRADEWEST INC BY RARE COIN-IT, INC. SUB LICENSED TO MINDSCAPE INTERNATIONAL LTD. 
FOR YOUR LOCAL DEALER CONTACT - 

MINDSCAPE INTERNATIONAL, PRIORITY HOUSE, CHARLES AVENUE, BURGESS HILL, 

WEST SUSSEX RHI5 9PQ. TEL: 0444 246333 FAX: 0444 2489% 
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the Legend 
of kyrandia 


Virgin unveil the first 
game in its proposed 
'Fables and Fiends' 
series. Simon Byron 
packs his knapsack 
and clean undies in 
readiness for a long 
and serious trek 
around the world of 
Kyrandia 


M any years ago the inhabitants of the island of 
Kyrandia made a pact with Nature (like you do) 
to care and protect the green and pleasant 
land. The Kyragem, a massive jewel which drew all the 
magic in the kingdom to its core, stood as a constant 
reminder of the deal and was left in the hands of the 
Royal Family. These mystical properties made the pre¬ 
cious gem an object of immense power and an obvi¬ 
ous target for anybody wishing to seize control of the 
island. 

One such person was Malcolm, the madly evil jester 
to the Royal Court of Kyrandia. One dark night he mur¬ 
dered both the King and Queen and seized the Kyragem, 
leaving Kyrandia defenseless against the nutter's machi¬ 
nations. Fortunately, Kallak, the chief of the Mystics and 
father of the slain Queen, quickly rustled up a magical 
force-field which imprisoned Malcolm inside the castle's 
boundaries, thus allowing the rest of Kyrandia to forget 
about his evil deeds and return to normality. 

At the point we join the story, the magical powers in 
the land have dwindled drastically and the shield keep¬ 
ing Malcolm boarded up in the castle is nothing short 
of useless. Without warning the evil jester breaks free 
and immediately begins seeking his twisted revenge. 
Kyrandia is certainly in trouble, that's for sure. 

Brandon, Kallak's grandson, has been chosen to fight 
mad Malcolm in an effort to reclaim the Kyragem, save 
the land and dispose of the crazy clown. A graphic 
adventure in the Monkey Island style, you must take 
control of Brandon and guide him through the many 
traps, mysteries, puzzles and delights that await in 
The Legend Of Kyrandia. 


A broken altar elsewhere in the forest should lead to 
the discovery of a precious item. The objects Brandon's 
carrying are displayed in the ten squares at the bottom 
of the screen and collecting, disposing and using the 
objects is all but a simple click of the mouse away. All 
you have to do to collect an object is click on it and 
drag it into one of your ten inventory squares, to dis¬ 
pose of the item you just place it back anywhere on the 
screen and to use an item - a key, for example - you 
just drag it out of the inventory and place it over 
where you want to use it - say, a lock on-screen. 



The adventure really begins here in Brandon's home. After a fantastically beautiful opening 
sequence, Brandon discovers that his Grandfather has been turned to stone by the not-very- 
nice Malcolm. Confused and confounded, Brandon must search the room for useful objects 
(don't forget to check under the table) before venturing out into the big wide world. When you 
attempt to leave you'll discover that the house is actually alive and a brief conversation will 
appear on screen a la Monkey Island. Although there is no choice of alternatives or questions in 
these 'talky bits', important information can still be gained. 



Once outside Brandon's tree-top 
home, the only way is down. A 
huge branch acts as a sort of lift 
enabling Brandon to travel with 
ease. The animation in this particu¬ 
lar sequence is excellent, with the 
branch swooping up and the young 
adventurer leaping on or off then 
adopting a sort of 'hero' stance. 
Many programs may have missed 
out these tiny touches but Kyrandia 
is positively blessed with them 



Once in the forests, Brandon stumbles across the pool 
of tears. Someone high above must be really upset 
about something as there is a constant stream of salty 
body fluid. Brandon catches a tear here which should be 
stored in the inventory for use in a shape recognition 
puzzle later on. (There's a clue hidden in this caption 
somewhere - can you spot it?) 





















Although the woodland can be a touch 'samey' at times, the ^' s ?° de h ny ‘ n9 
that it's extremely beautiful none the less. The am,ga SCREEN- 

of breath-taking and we must stress that these REALLY ARE AMIG 
SHOTS. The mouse pointer changes shape constantly durmg p ay, easi y 
infnrmina the olaver of all the available options and exits in the particular 
locations^-'a'real^rnprovement over the old-fashioned system employed m 
other, inferior adventures. 

Locations like this beach offer the 
chance to do some sun-bathing if 
you're feeling particularly pale. Just 
what the two horses on either side 
of the circle signify will become 
clearer during the adventure. Most 
options can be changed during the 
adventure from the speed of 
Brandon's movements to the 
amount of time that the text conver¬ 
sations stay on-screen. 

Of course we do - it's 
not all trees, trees, 
trees in Kyrandia. 
There's quite a lot to 
discover and do in 
that wooden hut. 
Seeing as Brandon can 
only carry ten items at 
any one time, key 
locations like these 
can handily double as 
storage facilities for 
objects not immedi¬ 
ately needed. 


Towards the end of the adventure Brandon faces progressively more diffi- 
ICh situations Hopefully by this time, he'll have learnt how to perform four 
different spells and have collected information on other tricks whichJiejl 
be called upon to use. What they do or where to use them is not specified 
but fortunately our hero can use them as often as he likes. As ' ong * s h *..? 
given a few moments rest between the spell-casting sessions Brandon will 
be able to experiment with them without loss. 


Well, all I can say is that 
completely gob-smacked. This type of 
adventure has become two-a-penny 
nowadays and most new ones that 
appear just seem to be very ‘samey’. 

Not The Legend Of Kyrandia, though 
- it's up there with the best of them. 

The graphics are nothing short of 
astounding and the tiny character 
animations are brilliant. Attention to 
detail and personality is the order of 
the day and the island of Kyrandia is 
one of the most well-presented and 
ingenious locations I've ever come 
across. One of the best things about 
Kyrandia is Malcolm, the evil jester. 

He’s just soooo evil and nasty that he 
must surely rank as one of the best 
evil adversaries ever to have popped 
up in an Amiga game. Every time he 
appears on screen you know that 
there are going to be some genuinely 
funny lines and witty quips - you’ll 
soon wish that somebody would 
make a game solely about him. The 
other inhabitants of Kyrandia are all 
individuals and come complete with 
such a wealth of expressions and 
characteristics that you’d believe tl 
were real people. Dsk accessing is 
always a problem with this sort of 
game and Kyrandia is no exception, 
although I’d say that it's 
about the same as and 
certainly no worse than 
Monkey Island 2, so if 
you put up with that 
then you should be fine. The problems 
contained in the adventure are well designed 
and when they're solved it’s a case of "Of 
course!" rather than "What?". Clues are pro¬ 
vided by Brandon but at no stage does he give 
the game away nor do you find yourself pick 
ing up an object one screen before you need 
to use it. The point-n'-dick interface is a joy 
use and game designers should pay particular 
attention to this for future titles. In short 
Kyrandia is as excellent as Bill and Ted, as fantastic as 
those four super-hero types and sexier than sex 
much so that I think I'm going 
after it. 












































NSEHnet 


Tee off on the most challenging 

18 HOLES OF MAJOR CHAMPIONSHIP GOLF 
WITH THE LEGEND WHO HAND PICKED 

each one - Jack Nicklaus. 

Play the breathtaking 8th at Pebble 

BEACH AND DISCOVER WHY THE SECOND 
SHOT OF THIS PAR 4 IS JACK'S 'FAVOURITE 
SHOT IN ALL GOLF' IN PROBABLY THE MOST 
REALISTIC AND VISUALLY STUNNING GOLF 
GAME EVER MADE. 


HEAD -TO -HEAD WITH THE 
WORLD'S FASTEST PRODUCTION CARS! 

The Duel Test Drive II pits the fastest ever 

tRRARI AGAINST THE FASTEST EVER PORSCHE IN A 
(RACE THAT HAS ONLY BEEN RUN IN THE MINDS OF 
ENGINEERS AND ENTHUSIASTS... UNTIL NOW! 
YOU'RE BEHIND THE WHEEL OF THE MOST 
TECHNOLOGICALLY ADVANCED SUPERCARS ON 
EARTH, ROCKETING DOWN ROADS THAT ARE AS 
EYE- CATCHING AND DANGEROUS AS THE 
CARS THEMSELVES. 


PLAY IT JUST LIKE THE BEST-SELLING 
BOARD GAME. 

IT'S LIKE CHARADES, ONLY YOU SKETCH WORDS 
INSTEAD OF ACTING THEM OUT. BUT WITH A COMPUTER 
YOU DON'T NEED PAPER AND PENCIL! SKETCH YOUR 
PICTURES ON SCREEN WITH AN EASY TO USE DRAWING 

program. You're not an artist? Don't worry - 

MOST PEOPLE AREN'T. THAT'S PART OF THE FUN AS YOU 
RACE AGAINST THE CLOCK SO YOU'LL HAVE TO DRAW ON 
YOUR WITS AS WELL! 


AMSTRAD. SPECTRUM. C64 

JACK NICKLAUS IS NOT AVAILABLE FOR THE SPECTRUM & AMSTRAD 









































T his is normally the place you'd 
come to find out what Assas¬ 
sin's plot is, right? If so then I'm 
5 'raid you're going to be a little dis- 
= 3 pointed because, to be honest, 
•nere really isn't much of one to 
elate. Team 17 obviously realise (as 
*iey did with Project-X) that most 
:ames players don't need - or want 
a lot of verbose bumf to read 
:efore they play an arcade game. Oh 
no, they just want to get straight in 
:nere and start killing things. "But 
:ne plot helps build atmosphere!" I 
“ear you cry. Well, in my opinion if a 
game is good it should be able to 
cuild atmosphere on it's own with¬ 
out the aid of some price-inflating 
-ovella. 

The story (what there is of it) tells 
of the evil villain Midan who's holed 
up is his high-tech underground 
fortress, guarded by legions of crack 
mercenary types. A full frontal 
assault would, of course, be point¬ 
less so the forces of good send in a 
single man to penetrate the 
stronghold and kill the fiend. Destroy 
the head, you see, and the body will 
die. But this is no ordinary man, oh 
no, this is a man who has trained his 
body to its physical peak, a man 
capable of incredible feats of agility 
and courage. Ladies and gentlemen, 
I give you... the Assassin. 

But the Assassin doesn't have to 
rely on himself alone. He's also been 
armed with deadly razor-sharp 
boomerangs and a limited supply of 
super weapons to help him cut a 


swathe through the enemy 
defences... and against this lot he'll 
need all the help he can get. As well 
as the mercenaries there are geneti¬ 
cally-engineered mutants roaming 
Midan's lair... 

As you probably already know, 
Assassin - the latest release from the 
near-legendary Team 17 boys - is a 
runny-jumpy-killy affair strongly 
influenced by games like Strider. Will 
it be a disappointment after the bril¬ 
liant Project-X? Will it heck... 


Assassin's graphics are 
of the usual high stan¬ 
dard you'd expect from 
Team 17 and as for the 
rate they move at, well, 
fast isn't the word. If 
there's any complaint to 
be made about them at 
all it's that occasionally 
some of the back¬ 
grounds look a bit empty 
- but since they're 
whizzing by so quickly 
you don't really have 
time to ponder on the 
matter. 


Assassin has been 
designed to be a 
challenge for any games 
player, no matter what 
their abilities. From the 
title screen it's possible 
to access an Options 
screen, where you can 
alter a number of the 
game variables, includ¬ 
ing the number of lives 
available (one, three or 
five) and the game's dif¬ 
ficulty - it's possible to 
play in either Rookie 
(easy-peasy, but you can 
only play the first two 
levels). Arcade (the 
default average 
challenge, although 
plenty tough enough for 
most gamers) or 
Ultimate (super-tough 
but bigger points award¬ 
ed after each level) 
mode. 


David Upchurch 
slips into his 
slinky skin-tight 
blue jumpsuit 
to take a long 
hard look at 
Team 17 r s Strid- 
er-beater. And - 
hoorah! - he 
likes what he 
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Midan's fortress is split into five main zones, 
corresponding to the five levels of the game. 
There is, in fact, a small sixth level (which sees 
the Assassin having a one-on-one with Midan 
himself) but we wouldn't spoil your fun by 
showing you what happens there. 


MISSION 3 - MISSILE COMMAND 
Crawling through the missile silos will get you into 
Midan's central sanctum. The enemy are Midan's per¬ 
sonal security squad and they'll stop at nothing to 
prevent you reaching their master. As the bonuses 
and power-ups are starting to get a little thinner on 
the ground, you should feel the difficulty creeping 
up quite markedly here. 


MISSION 4 - GENETIC ASYLUM 
Hungry to develop the ultimate warrior, Midan has 
been devoting a large amount of his resources to 
hideous genetic experiments. The results of his tarn 
perings live here and are as hostile to you as 
anything else you encounter. Pass on through as 
quickly as possible. 


MISSION1 - THE LANDING 

Assassin starts his mission by being dropped 
off by helicopter in the forest surrounding the 
fortress's hidden cave entrance. The guards here 
have grown complacent due to lack of action and are 
reasonably easy to pick off. Take care not to caught 
by the dog handlers, though, as their mutts are very 
tough to shake off. 


MISSION 5 - MIDAN'S LABYRINTH 

As the name suggests, this is a maze-like warren of 
corridors and shafts and your final challenge before 
you finally come face-to-face with Midan. The place 
is festooned with remote gun turrets and populated 
with bizarre Terminator-like endoskeleton robot war¬ 
riors. 


MISSION 2 - CONSTRUCTION ZONE 

Assassin manages to gain entrance to 
Midan's domain via an access tunnel leading 
to a semi-completed area of the complex. 

Take care swinging about on the crane gantries 
- one slip will result in a nasty and messy death. 

The guards have now been alerted to your presence 
and there's a welder with a particularly personal 
.grudge against you who should try to avoid. 
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Assassin's end-of-level meanies are something else. It's not so much they're 
size - there are bigger nasties around - it's more to do with the amount of 
firepower they pack. As is par for the course, each has a weak spot that has 
to be discovered and exploited. This buzzsaw-wielding droid, for example, 
has a tendency towards headaches... know what I mean? 



One of the first 
zone's tougher oppo¬ 
nents isn't a man - 
it's a beast! Don't 
even think about 
bending down to 
stroke this pooch, 
because it'll take 
your hand off. The 
best thing to do is 
zap it before it gets 
close, because if you 
don't it'll cling on to 
you, draining your 
energy. A quick wag¬ 
gle of the joystick 
soon shakes it free, 
though. 


SELECT NOW FOR... 

There's a massive range of power-up icons to collect in Assassin. These 
can be found by pulping the bad guys or smashing open any likely-look¬ 
ing crates or pods. Most help top up your small pool of mega-weapons, 
but some increase the range and effectiveness of your boomerangs. 
Although Team 17 have designed the game so that each power-up 
appears where they think you'll need it, the player can shoot the icon 
before picking it up to make it cycle through the other options 
available. 

LENGTH 

Increases the distance that the boomerangs spang out 
before they start whizzing back again. 


EXTRA 

Increases the number of boomerangs you can have in the air 
at one time up to a maximum of five. 


WIDTH 

Makes the boomerangs fly up and down in a wider arc, 
allowing you to hit more targets with one shot. 


SPEED 

Increases the speed with which you can lob the boomerangs 
about. 


POWER 

Increases the amount of damage that each boomerang does 
to the enemy. Very handy when you come up against the 
end-of-level guardians. 





What self- 
respecting arcade 
action game 
these days 
doesn't havte 
smart bombs? 
Assassin's no dif¬ 
ferent - in fact, it 
has five of the 
blighters! They're 
accessed by hold¬ 
ing down fire and 
releasing it when 
the required 
megaweapon is 
highlighted on 
the control panel 
below the main 
game screen. The 
effects range 
from the release 
of mini-Walker 
droids which 
rampage around 
the screen to an 
impressive-look¬ 
ing firestorm - 
whichever you 
choose, though, 
they're all devas¬ 
tating. 


I 
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The sound effects 
in Assassin are 
amazing - the 
man himself 
grunts and pants 
with exertion, the 
dogs howl and 
yelp, the mutants 
scream and howl 
and so on. On top 
of this there's 
some smart 
speech to tell you 
which power-up 
you've just col¬ 
lected. 







There's nothing more annoying in a platform game than being forced into 
making a jump into a void, in the hope that there's some sort of plaftorm 
waiting to break your fall. Assassin avoids neatly - by making our hero go 
into a crouch, the player can then pull up or down on the joystick to scroll 
the screen and have a look about to see what's waiting above or below. 
While in this mode, the player can still fire left and right to keep the enemy 
at bay. 

The Assassin has 
an amazing array 
of moves at his 
disposal. He'll 
never simply 
jump onto a tree 
branch, for exam¬ 
ple, when he can 
do a fancy flip 
instead. Probably 
Assassin's most 
impressive quality 
is the way that all 
these moves can 
be effected quick¬ 
ly and instinctive¬ 
ly from the 
joystick with the 
minimum of fuss. 




SPADGE ON RAM EXPANSIONS 


" the sheep t tried it on 
seemed to squeal a hit " r 

# 

EAM 17 REMINDER.: YOU NEED AT LEAST ONE MEG TO PLAY ASSASSIN ! 


If you're a 
Northerner, you 
may be familiar 
with the character 
of Reg. If so, you 
should get a 
laugh out of this. 
If you've got a 
512K Amiga and 
you try to load 
Assassin, this 
screen appears 
telling you, in no 
uncertain terms, 
to go and buy a 
1Mb upgrade. The 
attractive hunk in 
the corner is 
Team 17 boss 
Martyn Brown, by 
the way. 



n-firs 


As a big fan of the Strider coin-op I 
admit I was more than a little disap¬ 
pointed by the 'official' US Gold con¬ 
versions of a few years back, so it 
was with no small amount of bated 
breath that I awaited the release of 
Assassin. And the good news is the 
wait has been worth it - Assassin is 
the game that Strider should've been 
and much more besides. The great 
beauty of the game is the control 
the player has over the Assassin - a 
massive array of moves are only a 
simple joystick twitch away. The 
control is so instinctive that you'll 
soon be hurling the Assassin around 
the screen at breakneck speeds with 
ease, completely forgetting that 
you've got a joystick in your hand at 
all. This is all backed up by some 
superbly fluid animation on the 
Assassin, helping the player to build 
up a strong empathy with him - 
sometimes, as the Assassin grunts 
and pants his way through the lev¬ 
els, you almost feel like you're there 
with him. And while we're talking of 
grunting, special mention for the 
sound effects, which have to be 
some of the most imaginative and 
atmospheric I've ever heard - listen 
out for the groans and screams of 
the inmates in the genetic lab to 
hear what I mean! Although the 
action is generally fast-paced, there 
are sections where stealth is more important than speed, 
forcing the player to think ahead and plan his moves with 
care - a mindless slash-'em-up this is not. Mind you, that's 
not to say there isn't sufficient bloody carnage to keep 
even George Romero happy, because there is. You know, 
I've racked my brain to think of some serious adverse crit¬ 
icism to make of Assassin but, despite a mild grumble 
about the occasionally empty-looking backgrounds, I can't 
think of any. To put it simply, Assassin is yet another 
Team 17 masterpiece. Is there no genre that Team 17 
can't come out top in? If they don't stop now everybody 
else in the software industry might as well give up and go 
home. 


Publisher: Team 17 
Developer: PsiOFlic 
Systems 


£25.99 Out Now 


Joystick 


MEMORY DISKS 

1Mb 2 


















Developed in corporation with 


@ Lufthansa 


Deutsche Airbus 


















COMPETITION 



TRAINING 


WIN! 

A WEEKEND 
WITH THE 



PLUS! Ten copies of 


FIREFORCE 

to give away! 



W ell, almost. To celebrate the release of its really rather good military blaster Fire- 
force (a well-deserved 90% last issue), newly-formed software boys ICE (that's Inter¬ 
national Computer Entertainment to the uninitiated) have stumped up a prize so 
HARD that even reading about it here could seriously damage your health and disposition. 

We could have copped out and offered you some toy plastic guns or a pair of army trousers 
or something. But NO! Our readers deserve nothing but the very best. Nothing but the abso¬ 
lute real thing. So, one lucky winner will be joining representatives of The One and ICE on a 
never-to-be-repeated weekend combat course including training by an ex-SAS survival instruc¬ 
tor! 

If you thought that Lewis Collins prancing around in Who Dares Wins was the closest you'd 
ever come to learning the secrets of the elite Special Air Service, think again. You'll be taken 
to a secret military location somewhere in England and transformed from a pasty, lilly-livered 
thumbsucker into a lean, rippling perfect killing machine! Or something like that. The train¬ 
ing includes instruction in unarmed combat and jungle survival techniques and you get to 
play with paintball guns as well. 

Make no mistake - this isn't a day out with the boy scouts. These SAS fellows don't muck 
about and you might want to think before you put your entry in the post. Skinning rabbits, 
eating worms and wading around with freezing cold stagnant water in your pants isn't every¬ 
body's cup of tea - but when you come out the other side, you'll be hard enough to knock 
out Chuck Norris with one nipple from a hundred yards away. No kidding! And if that wasn't 
incentive enough, each of the ten runners-up will receive an official SAS Survival Handbook 
and a copy of Fireforce. 

This competition is so TOUGH, in fact, that entering it is the easiest part - the problems 
start if you're fortunate enough to win. For a chance of that, all you have to do is correctly 
dentify the five real-life machine guns featured in Fireforce by matching their names to the 
ndividual graphics, as they appear on the game's armoury screen. If you've been brought up 
___ T on a steady diet of Joel Silver 

B ' Jk I'm so hard I use barbed wire for den- 
M tal floss, so matching up the guns 
B with their correct names was a 
■r> breeze. The answers are... 

I £.. 

i ?. 


) 


Name:. 

Address:. 


movies, it shouldn't pose too much 
of a problem. 

So get cracking, fill in the 
coupon below and send it to us at: 
WHO DARES WINS, The One, Priory 
Court, 30-32 Farringdon Lane, Lon¬ 
don EC1R 3AU to arrive no later 
than 21st November 1992. Oh, and 
because of the rock-hard nature of 
the competition, only those aged 
16 and over are eligible for the first 
prize. Sorry. 



iMHijii* 

v l 
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Match the numbers with the letters: 

g us Mil? Carbine (CAMS) Soviet akm Assault Rifle 

West German N&K MPSSDA1 US Ml* 4 MIDI Launcher 

US M60 Machine Gun (GPMG) 
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What's wrong with you? 


I'm all sad and lonely. 


It's easy! 

First you read 
all the latest 
news,reviews, 
previews and 
tips on all the 
hot stuff, 
then roll your 
copy round 
an iron bar... 


I never knew there was 
so much in it! 


GOT A HAND-HELD7..THEN GO! AND GET 


I've got this 
Ace hand-held 
but everyone 
beats me up 
because idon't 
know about 
games. 


What he needs is a 
copy of GO! It's the 
world's greatest 
hand-held mag and 
FREE with CVGII 


But how will GO! beat the bullies? 


And stop him being 
a sad man? 


do THIS! 


and 


UN YOU WORD 
TO MBS m 


I 

















































































REUGI 


At last the 
definitive guide to 
PC games written 
by PC enthusiasts 
for PC gamers. 


Written by Robin Matthews 
and Paul Rigby. 

Available through all 
bookshops and 
distributed for Sigma 
Press by John Wiley 
& Sons Ltd., 
Baffins Lane, 
Chichester, 

W. Sussex 
L: POI9 IUD. 


This unique guide 
runs to over 300 
pages and has a 
Foreword by 
Amstrad’s Alan 
Sugar. In it, you will 
find - 

• Reviews of more than 2000 
games divided by genre. It’s 
easy to reference all kinds of 
games from Flight Sims to Beat 
’em up, GPGs to Motoring 
racing. 

* Special CD-ROM Section 

* Special Education Section 

• Only £12.95 + £1 towards post 
and packaging 









w 



PLEASE RUSH MY COPY OF THE PC GAMES BIBLE 


No. of copies required 


Your name 


Your address 


Method of payment 
□ Visa □ Access 


□ Cheque 


Please debit my access/Visa account by: 
Card number: _«___ 1 .. - .._ 


Copies of the PC Games Bible are £ 12.95 each, with p+p an ext 
All payments should be made to Sigma Press. J 

Send all orders to: Sigma Press, South Oak Lane, Wilmslow, Capl 
Telephone: 0625 531035 Fax: 0625 536800 K 

Please allow up to 28 days delivery. 

THE PC GAMES BIBLE is available through your bookshop. 
















































Villiers House 


110 Villiers Road 
Watford Herts 
WD1 4AJ 

(0923)676419 

All items subject to availability E.&O.E 
Allow 14 Days for Delivery 


Please make cheques /P.O.payable to Microdisk p.p UK add 


75p per item. Europe add £2.50. Elsewhere £3.50 


COMPILATIONS 


GAMES 

[ 4 D SPORTS DRIVING.. 

4D SPORTS BOXING. 

A10 TANK KILLER ENH. 

ABANDONED PLACES. 

ADDAMS FAMILY.:. 

A320 AIRBUS. - 

AFRIKAKORPS................ 

AGONY. 

AIR SUPPORT.... 

AIR WARRIOR. 

ALCATRAZ. 

ARABIAN KNIGHT.( 

ARCHIE MACLEAN'S POOL. 

ARSENAL F.C. 

ASHES OF EMPIRE. 

Iback to THE FUTURE III .................. 

|barbarian II... 

I BATTLE ISLE....... 

| BEAST 3. 

|BEAST MASTER. 

|BEAVERS. 

|BIG RUN. 

■birds of prey........ 

■blues brothers. 

I BONANZA BROTHERS... 

| BUG BOMBER. 

|CASTLES. 

|CASTLE OF DR BRAIN. 

|CENTURIAN. 

| CELTIC LEGENDS. 

|CHAOS ENGINE. 

|CHASE HQ II. 

|C0NQUEST OF THE LONGBOW. 

|C0VERT ACTION........ 

|CRAZY CARS 3. 

lCRUISE FOR A CORPSE. 

|CURSE OF ENCHANTIA. 

|CYBERCON III. 

[civilisation ............... 

| DARK MERE. 

Ideuteros. 

|D-GENERATION. 

|DISCIPLES OF STEEL. 

|dizzy EXCELLENT ADVENTURES... 

|dOJO DAN. 

|DOODLE BUG. 

|DREADNOUGHTS. 

|DUNE. 

|dynablaster. 

| ELF. 

|ELVIRA JAWS OF CERBERUS. 

| EPIC.. 

European champion football. 

I EYE OF THE BEHOLDER. 

| EYE OF THE BEHOLDER 2. 

|F15 STRIKE EAGLE II. 

|F117A STEALTH FIGHTER. 

| FI 9 STEALTH FIGHTER. 

|FINAL FIGHT. 

|FIRE FORCE... 

|FIRE & ICE. 

PLIGHT OF THE INTRUDER. 

| FLOOR. 

|FORMULA 1 GRAND PRIX. 

[GAMES ESPANA 92. 

|GAUNTLET III. 

Igoblins. 

|GODFATHER...: 

|gods. 

IgrAHAM GOOCH CRICKET. 


ACCESSORIES 

1/2 MEG UPGRADE + CLOCK. 

AMIGA 4 PLAYER ADAPTOR. 

40 LOCKABLE DISK BOX. 

80 LOCKABLE DISK BOX... 

BOX 10 BULK DISK.................... 

BOX 10 SONY DISK. 

QUICKSHOT PYTHON 1... 

QUICKSHOT MAVERICK. 

QUICKJOY JET FIGHTER. 

QUICKJOYTOPSTAR. 

COMP PRO 5000 EXTRA CLEAR. 

NAVIGATOR.■••••. 

ZIPSTICK.... 

DISK BOX & JOYSTICKS P&P £1.00 


jName.... 

lAddress 


PRICE 


iCOMPUTER TITLES 


Postcode 


TOTAL AMOUNT ENCLOSED 


BOARD GENIUIS 

SCRABBLE, RISK CLUEDO, 
MASTER DETECTIVE 

*17.99 


NINJA COLLECTION 

DOUBLE DRAGON, DRAGON 1 
NINJA, SHADOW WARRIOR 

*17.99 


4 WHEEL DRIVE 

TEAM SUZUKI, COMBI RACER, 

GT FOUR RALLY, LOTUS TURBO 
CHALLENGE 

*17.99 


2 HOT 2 HANDLE 

GOLDEN AXE, TOTAL RECALL, 
SHADOW WARRIOR, SUPER OFF 
ROAD RACER \ 

*17.99 


POWER PACK 

XENON2, LOMBARD RALLY, TV 
SPORTS FOOTBALL, 
BLOODWYCH 

*17.99 


HOLLYWOOD COLLECTION 

ROBOCOP, GHOSTBUSTERS II, 
INDIANA JONES, BATMAN 

*17.99 


MAGNUM 

AFTERBURNER, DOUBLE 
DRAGON, OPERATION WOLF, 
BATMAN CAPED CRUSADER 

*17.99 


DIZZY COLLECTION 

FAST FOOD, QUICK SNAX, 
MAGICLAND DIZZY, FANTASY 
WORLD, TREASURE ISLAND 
DIZZY 

*17.99 


QUEST FOR ADVENTURE 

OPERATION STEALTH, MEAN 
STREETS, INDIANA JONES LAST 
CRUSADE 

*17.99 












































































































































































































































































V ADDAMS FAMILY OCEAN 


HOOK OCEAN 


Although this month's Kill Zone is 
a little shorter than usual, we think 
you'll still find it's packed with as 
much juicy goodness as ever - in 
fact, maybe more so than normal. 
Because you've all been crying out 
for it, the Snip Tips have been 
expanded to a bumper two pages 
full of tiny cheats and hacks. Then 
there's the continuing guide to Eye 
of the Beholder 2, the end of the 
Addams Family mansion tour and 
an all-in-one complete solution to 
Hook. There, that should shut you 
all up for a bit. 





























NASTY NASTY (again) 

So you thought the creatures last month were 
tough? Well, you ain't seen nothing yet. So that 
you're not caught off guard here is a little catalogue 
of the baddies found on the next few levels: 


CLERICS 

These ones are not as tough as those previous¬ 
ly encountered and don't paralyse you as 
often. However, they can come in large groups 
so Fireball spells (which have an area effect) 
come in handy. 


MANTIS WARRIORS 

These guys move fast and fight with a special 
weapon that paralyses any party member 
struck, so have some Remove Paralysis spellls 
handy. Also, if rear party members have ranged 
weapons it might be better to just pummel 
them while the front rank are frozen. 

GIANT WASPS 

These bugs aren't that fast but come in large 
swarms. Beware their sting - it can paralyse as 
well as poison the party. Fireballs prove the 
best spell against them. 


FLYING SNAKES 

Vulnerable to most attacks, these reptiles also 
possess a poisonous bite. Best just to get in 
there and hack them to bits. 


GAS SPORES 

These resemble Beholders from a distance and 
thus initially cause a bit of panic. If attacked in 
melee combat they explode, injuring the 
party. A simple rock or arrow is enough to 
'detonate' them from a distance. 


WILL O' WISPS 

Hitting these foes is very difficult so its best to 
have prepared any spells that help attacks 
(you should be doing this anyway) such as 
Prayer, Haste, etc. 


BEHOLDERS 

Tough isn't the word for these nasties. If 
caught unawares the party will surely perish. 
They seem totally immune to magic while deal¬ 
ing out Death, Fireball and Lighning Bolt spells 
as if there's no tomorrow. As always the secret 
is in the preparation - physical attacks are 
most effective. Always try to keep moving, 
attacking it from the sides and rear. 



Having complet¬ 
ed the darkest 
catacombs of 
Temple 
darkmoon, 
Khalid 

'Dragonsbane' 
Howladar now 
emerges with 
the maps and 
knowledge nec¬ 
essary to 
complete the 
first of the 
three towers. 


TEMPLE LEVEL 2 

Priests are everywhere on this level. 
Although a full map is provided a lot 
of the locations will not be accessible 
at first. You must get keys and objects 
from the Silver and Azure Towers to 
gain entry to the various sealed places. 
Numerous Copper keys are needed 
and some locks don't actually have 
keys for them, but a thief should have 
no problem getting in. 


(A) Searching the beds reveals a 
Copper key. 

(B) These Darkmoon priests must be 
killed to progress. One drops a copper 
key. 

(C) The mouth will let no one past 
unless they possess the mark of 
Darkmoon. This can only be received 
on the third floor of the Silver Tower. 

(D) I knew there was something odd 
about the statues - behind this one is 
a secret switch. 

(E) Stepping through the teleporter 
takes the party to a small self-con- 


▲ Stairs Up 
V Stairs Down 


KEY 

| Wall — Door 

Illusionary/Moveable Wall 
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KEY 

| Wall ■■ Door 

Illusionary/Moveable Wall 


A Stairs Up 
▼ Stairs Down 


pulled in the correct order to remove 
the pits and proceed. Stepping on the 
pressure pad resets all the levers. Then 
switches two, three then five must be 
pulled. The door then opens. Pressing 
a secret button on the wall nearby 
allows you to pull switch five. 

(L) This switch allows you to pull 
switch five. 

(M) This is the correct room to choose. 
The teleporter takes you to the stairs 
to the next level. 


ed level. The three gems lying 
_nd can all be placed in one niche 
'eveal a secret passage. There are 
:sages in all directions with differ- 
~ goodies in each, although I rec- 
nend the North wall. The 'seed' 
nen planted in the centre creates a 
eporter. 

Here lies the body of one of 
~ ben's scouts. Along with a letter 
oossesses some magic dust. 

The lock here needs a Crimson key. 
•is may be found on the second level 
■ the Azure Tower. 

-I Here is a portal that connects with 
t Catacombs Level 3 and the Frost 
;nt prison level depending on which 
:ne artifact is used. 

T This seal must be broken with the 
iStal hammer to proceed. This is 
:_.nd on the third level of the Silver 
~ower. 

There are numerous shifting walls 
ere. Placing an object in a nearby 
che will reveal a secret button. 

All the 'Talon' objects must be pre- 
ent to open the Crimson Tower seal, 
-ese can be found in the Azure 
*ower. 

. These pressure pads must be 
eighed down for the wall ahead to 
: sappear. 


m im 




"a enter this level you must use all of 
~e four horns next to the fine stone 
arving found on Temple Level One. 
-testing the level are Mantis Warriors 
ad Wasps. 


A) These lightning pads cause serious 
ramage. You must time your steps so 
-iat you walk onto them when they 
r^e off, although in a couple of cases 
ramage is unavoidable. When fighting 
:ae Mantis warriors nearby try to get 
off the pads as soon as possible. One 
drops a Bone key when slain. The 

.eapon visible is cursed and should be 
eft alone. 

B) This switch deactivates the light¬ 
ing pads. 

(C) This is a cursed -2 sword and is best 


Silver Tower Level 1 
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III 


SILVER TOWER 
LEVEL 2 

Flying Snakes and Gas Spores are 
encountered on this level. 

(A) This door needs to be forced open. 

(B) A Flying Snake drops a Darkmoon 
key when slain. 

(C) This room is the correct choice. A 
Bone key is found here. 

(D) This door only opens when the 
mouth at location 'M' is satisfied. 


(E) A red gem is found here. 

(F) Numerous goodies are available 
along with a cleric scroll of Raise Dead. 

(G) The button here reveals a secret 
room. Within lies +2 banded armour, 
+ 3 short swort, and a cursed polearm 
'Leech'. 

(H) The Flying Snake drops a ring of 
adornment which seems to have no 
apparent use. 

(I) A composite bow and five +1 
arrows are here with a partial map of 


the Silver Tower Level 3. 

(J) The priest here is best left alone or 
you will suffer the consequences. But 
I bet you'll all try to get the goodies. 
* Note: For the next section you may 
wish to try and solve the riddles your¬ 
self. If so, cover your eyes. 

(K) This mouth needs rooten food. 

(L) This mouth needs five rocks. 

(M) This mouth needs the Mantis Idol. 

(N) This mouth needs a red gem. 

(O) This mouth needs the cursed 


weapon 'Leech' 

(P) This mouth needs a potion. 

(Q) This mouth needs a scroll or parch¬ 
ment. 

(R) Hacking the walls reveals a +3 two- 
handed sword and a mage spell o 
Disintegration. 

(S) Without activating the hidder 
switch the party will find this corrido 
extremely long. 

(T) There is a spinner here. 

(U) The Snake drops a darkmoon key 
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A Stairs Up 
y Stairs Down 


KEY 

Wall ■■ Door 

Illusionary/Moveable Wall 


Silver Tower Level 2 
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-ze spell of Disintegration lies 

.VER TOWER 
/EL 3 

- as apart from those elusive 
sps, Beholders are present.... 

e teleporters are random and 
"“; teleporting through until you 
x I four Darkmoon keys. 


(B) This place is a mess of illusionary 
and movable walls. The party should 
already have a map. 

(C) The button here will allow the party 
to rise to a little self-contained level. 
Also here is a creature in distress. The 
bracers are cursed. Nearby are a +3 
shield and a much-sought-after +2 
crystal hammer. 

(D) There is a +2 short sword and +4 
Dragonskin armour here! 

(E) There are numerous pressure pads 


around which create and remove 
walls. 

(F) An invisible teleporter is here. 

(G) A spinner is here. 

(H) Another invisible teleporter. 

(I) Look out for the secret button. 

(J) These two Beholders are seriously 
nasty so make sure you have saved the 
game before you get here. 

(K) This pedestal will give the party the 
mark of Darkmoon they need to pass 
through the seal on Temple Level 2. 


i _ er Tower Level 3 


NEXT 

MONTH! 

The final 

instalment of the 
solution - the last 
two Towers 
revealed! 
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Return to the block you 
d from but this time jump to 
your right and exit. 

Carry on right. Just after a swing¬ 
ing ball you'll face a bear spitting lit¬ 
tle teddies at you. Stand on its head 
and jump up; a hidden block will 
appear. Jump on it and hit the 
switch. Go right and you'll come to 
a gap which you cannot jump. There 
should be a block to the left - use it 
to reveal a hidden block. Return to 
the switch and turn it off, then go 
right, jump on the block which was 
hidden and jump right. You'll come 
to a hole in the floor. Drop down 
and collect all the pick-ups as you 
fall. When you return to the screen 
go right and exit. 

Go right. Ignore the first switch 
and use the ghost to jump the gap. 


you go. On leaving you'll encounter tom 
the Fire Dragon guardian. The best 
place to stand is to the far right, 
next to the wall Granny is locked 
behind. Jump only on the Dragon's 
head to kill it. Exit right and collect 
the three 1-Ups above the door. 

Back in the kitchen go left and col¬ 
lect the hearts. 


Go, Gomez, go! It's the final part 
of the complete Addams Family 
solution! Phewieee! 


lava and duck under the platform. 

Jump right; you will see four blocks 
above. Make your way across them 
and then go back right. You'll see a 
moving block and a switch. Get on 
the block and hit the switch, then 
fall to the right and exit. 

Go right and hit the switch. You'll 
reach a heart. To collect it, strike the 
switch to your right and walk left Go righ 
through the wall, remembering to like a d 
hit the switch to exit. Hit the switch and exi 
and continue right. You can walk you rea 
through the wall and collect some gplden 

hidden points. Go right, down and _ 

then left. Drop down and go right to 
reach the exit. 

Get on the moving platform. 

When you get as far as you can, hit 

the switch. This will open up a new * 

path to the top right. Get back on 

the moving platform and jump up 

and left. Walk left until you can 

jump onto the up/down platform. At 

the top go right and jump onto the + 

ng platform. At the top go left 


movi 

and hit the switch in the left corner. 
Exit to the right. 

Collect the Fezcopter and the 
Speed-Up and fly right. There are 
some hearts - if you want them just 
hit the blocks and they'll disappear. 
Continue right. On the next screen 
you'll be underneath a switch - hit 
it. Go back left and you'll see a new 
platform. Use it to go left. You'll find 
three white balls. Go to the top right 
and hit the switch, then walk back. 
Another new platform should've 
appeared. Walk across. Hit the 
switch to lock the baddies below the 
platform that appears. Walk across 
and hit the other switch. Fall down 
then walk right. 

Walk right, hitting switches as 


covering the stove should now have 
gone. Stand on the tube and pull 
down to enter the furnace. 

Drop down onto the moving 
block then jump right. Jump over 
the baddy and fall onto the block. 
Fall to the left and then right. You 
will then fall onto a platform below 
four switches; hit one and the floor 
will disappear. Exit right. Hit the first 
and third switches you come to but 
not the second. Exit right. 

Drop down and hit the switch - 
the floor will disappear. Jump to the 
right onto the moving platform. 

When this gets to the top, jump 
right, go up and jump left, 
j Walk onto the platform in the 
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your way down and exit through the 
room at the bottom. Go right until 
you can reach the upper level. When 
you have done this go left and enter 
the door. Collect the coins, exit and 
go right. Hit the switch and a piece 
of floor will vanish. Drop through 
the hole and continue down. You 
will now see a block with no floor 
underneath. Stand on this and it will 
carry you down. Jump left before it 
hits the bottom and climb the chain 
down. Enter the door, go right and 
exit. 

Go right, enter the door and go 
right. Enter the door and jump on 
the boat and it will start to move 
right. Stay on it until it reaches the 
other side, then jump off and enter 


bounce off the worm to the right, form to the right and jump over it. 
Once you get to the top there will be This takes some practice but if you 
a door in front of you. Enter and do it correctly you won't hit your 
proceed right. When you exit you'll head on the spiky roof. Grab the 
find yourself back on top of the chain and go to the bottom - you'll 
books. Proceed right until you exit, see a door and a platform to the 

On the train level hit the 'A' and right. Jump onto this platform and 
read the message. Now stand on the climb up the chains until you see a 
front of the train and it'll start to door to the left. Enter but remem- 
move. You must survive until the ber to jump over the hole in the 
end of the ride. When you enter the floor just before the doorway, 
door at the end you'll face the You'll see a chain hanging above 
Witch. Bounce off Uncle Fester to and to the right of you. If you climb 
get high enough to hit her on the the chain and go through the roof 
head. you'll find a bonus section. 

Go back to the stairway and enter Alternatively you can go right and 
the middle door. You should now enter the door. Both routes lead to 
have Fester, Pugsley, Wednesday the same door. Go right and fall off 
and Granny standing in front of you the bottom of screen. Go left and 
and Lurch playing the Addams right as you fall, collecting the coins. 
Family theme on the piano. When At the bottom enter the left door. 
Lurch finishes the wall will disappear 

and you can enter the final level, i-- 1 -i-j-j-j- 1 - 


Exit at the bottom right. 

Recollect the Fezcopter and fly 
nght as fast as you can and exit. 
Continue right and hit the first 
switch you find. Walk across the 
newly-formed bridge. Proceed right 
and use the bear to jump and collect 
the 1-Up. Soon you'll find a bear 
that isn't spitting teddies - you can 


Jump and climb up the chain in 
front of you. You'll pass through the 
roof and be able to stand on the 
platform above. This is a short cut. 

Now you will see a door in front of 
you. When you get to the top go 
right and down until you find an 'A' 
block. Across to the right there's a 
block in the ceiling which is a lighter 
colour to the rest. It's a switch - hit 

it and climb down the chain to the ‘li 

Jump onto the door and hit the'A' left. 09^ 

block. Read the message and jump Fall and grab the chain and jump 
onto the block, right onto the books onto the right platform. Don't enter fT% 

and left into the crevice. Walk the door but jump right onto the X.O 

through to a room full of coins. Exit first chain and go up. Jump right Q Q , i k _ 

right. Continue right collecting the onto the platform at the top and go 

icons as you go until you exit. up again. Jump left at the top and Collect the icons by locating the hid- 

The first book has 'DOOR O' writ- enter the doorway. Now go down den blocks to the left and right and 
ten down the spine. If you stand so the chains until you come to a plat- in the middle of the room. Exit when 
that your head covers the 'O' and form with no chains hanging from you have finished, then enter the 
push up a secret door will open. it. Stand on the very left block, right door. 

Enter and walk right. To enter the which will fall down. Jump right Proceed right collecting the icons 
upper level of this room you must when it gets level with the platform and exit via the right door. Make 


enter its mouth to collect some 1 
Ups. Exit and proceed right. 














Good form. 
Ocean! 
Another fine 
film tie-in... 
and we've got 
the complete 
solution to it 
right here! 


drink. Give the three mugs and the 
three coins to the bartender, then 
give the three foaming mugs to 
Jake. When Jake nods off, nick his 
trousers. Make your way back to 
Mrs Smeedle's again and use the 
rollerblind so that you can get some 


is and take a look at the jacket, then 
m return to the Square. 

Go to the Pier and pick up the 
rope, which you should then use on 
the anchor. Go to the Crossed 
Swords and take the two cups. Go 
to the Bait and Tackle and take the 
cup. Go upstairs to the balcony 
overlooking the Square. Now comes 
the tricky part - use the rope and 
anchor on the clock to swing across 
the Square, and grab the pirate's hat 
as you go. 

Knock on Mrs Smeedle's door, 
nchor then quickly swing back to the bal- 


From Pirate 
where you s 
Mugger's Al 
Take the rol 
good Doctor how to get some 
clothes and how to earn some 
money. Subject yourself to Chop's 
magic fingers and let him pull out 
two of your gold teeth. 

Go to Jolliest Roger's Place. Ask 
the manager about Hook, the war 
and how to get the hat, then leave. 
Walk behind Pirate's Square to 
where Mrs Smeedle keeps her wash- 


privacy while you change. 

Go to Hook's ship. Look in the 
pots to the right to get some 
money. Now find the tailor back in 
town. Ask her for a metal detector 
and then give her the money in 
return for a magnet. Go to the 
beach and use the magnet on the 
'X'. Make your way back around to 
the ship and seek out Hook. Get 
ready for a watery exit... 

Glug! Take a look at the pulley 















L, 


"Peter Pan the Avenger!" 

"Good form James." 
"Tick-tock-tick-tock, Hook's afraid 
of a dead old croc!" 

"You kidnapped my kids, Hook. 
You deserve to die!" 

"Put up your swords. It's Hook or 
me this time!" 

"Peter Pan the Avenger!" 

Now sit back and watch the end 
sequence, because you've finished 
the game! 


" round pond and give the flower to 
Tinkerbell. Take the branch from the 
tree. 

Go to the slingshot and use the 
strong elastic on the broken strap. 
Use the branch with the string. 
Return to the workshop and use the 
bow with the panpipes. Take the 
pipes. Go the cliffside and use your¬ 
self (!) on the far corner of the 
fence. Repeat this three times, then 
ask Thudbutt what he thought 
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Because you demanded it f 

the Snip Tips this month 
have been expanded to a full 
two pages. Get cracking! 


JAGUAR XJ220 

.‘ Nil v Core Design 

Hooray! There are a couple of cheats 

! ;jl: |‘ . coming out of the woodwork for this 

I I M fantastic racing game so take your 

Iflli !i||f. pick... 

; :|| « i;. * Before starting, select the radio 

r 1 *s l i ! rl 1 fcr <[ m ° de ° n the CD p ,a v er and tune jt in 
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to 065.4. Once you start the race you 
should be breaking lap records every 
time! 

At the start of the race, press the 'P' 
key to pause the game as soon as the 
starter says "GO". Un-pause the game 
(by pressing 'P' again) and you'll win 
the race without even trying! 

AGONY 

Pysgnosis 

If you can drag yourself away from the 
amazing title music you might like to 
type FANTASY anytime during the 
game. You'll now find that pressing 
any function key from one to five will 
let you select any one of the available 
weapons. Even better, pressing ENTER 
will move you on a level. 

SUPERCARS 2 

GBH 

A tiny tip for a full quota of missiles, 
weapons and automatic qualification. 
All you need to do is enter Player One's 
name as WONDERLAND and Player 
Two's as THE SEER and away you go. 


1 X 05 


CHAMPIONSHIP 

MANAGER 

Domark 

Thanks to Andrew Clarke from 
Baddesley Ensor (where?) for this 
couple of 'Top Tips' for Domark s 
football management game. 

To raise cash at the end of the sea¬ 
son, transfer list all your players over 
thirty years of age who you no longer 
require or you feel you could do 
without. Revalue each one to the 
highest price you can get away with 
(just below the figure that gives you 
the "He's not worth that much" mes¬ 
sage). 

Make sure that they are all insured 
and then go into the new season pro¬ 
cess. During the course of this you 
should get messages that certain 
players have retired to non-League 
football. Most players over thirty-one 
tend to do this if you have listed 
them or not played them much dur¬ 
ing the season. Any of your listed and 
insured players that do retire will give 
you full value (at the inflated price 
you were asking) from the insurance 
company. 

Early on in the season, should you 
want a certain player that another 
side will not sell, go to MANAGER'S 
JOB and select ADD PLAYER. 

Now simply add a second false man¬ 
ager, picking the team that refuses to 
sell you their star. Make the player 
approachable and sell him to yourself 
for as lower price as possible, then 
resign from your second team. 

GOBLIIINS 

Coktel Vision 

Hey, guess what? Yep, more level 
codes for you to use. Heartfelt thanks 
go out to 

Mark Magee form Portsmouth for 
this selection. 

1 No Code 

2 VQVQFDE 

3 ICIGCAA 

4 ECPQPCC 

5 FTQKFEN 

6 HQWFTFW 
| 7 DWNDGBW 
1 8 JCJCJHM 
















9 ICVGCGT 

10 LQPPCUJV 

11 HNWVGKB 

12 FTQKVLE 

13 DCPLQMH 

14 EWDGPNL 

15 TCNGTOU 

16 TCVQRPM 

17 I Q D N KQ 0 

18 KKKPURE 

19 NGOGKSP 

20 NNGWTTO 

21 LGWFGUS 

22 TQNGFVC 


TEST DRIVE 2 

Kixx 

A quick cheat coming up so get ready. 
Type GAS at any time during play and 
you'll be taken to the next petrol sta¬ 
tion. Over and out. 


NARCO POLICE 

G.B.H. 

There's a number of cheats for this all¬ 
action budget re-release. During the 
game type one of the following 'words' 
for the effects described below: 
NOENEMIG 

Makes all enemies disappear. 
COMENZAR 

Makes all enemies reappear. 

ABRIR 

Open all doors. 

BLAST 

Smart bomb. 


COME and use the same keys (' + ' and direction every time you come across 
'-') to view all the objects in the game, different slabs telling you otherwise. 


MUNICON 
More ammunition. 

NOAMET Z* 

No machine guns. Replace the '*' with 
any number between one and four to 
jump to the corresponding zone. 
NOCAM Z* 

No cameras. Replace the '*' with any 
number between one and four to 
jump to the corresponding zone. 

CARRIER 

COMMAND 

Kixx 

A top cheat for the recently re- 
released flight simulation. Pause the 
game during play and type GROW 
OLD ALONG WITH ME (including 
spaces) and you'll be able to toggle 
immunity with the ' + ' and '-' keys. 
Also try typing THE BEST IS YET TO 



ZOOL 

Gremlin 

Not so much a cheat but a slight tip- 
pette from Denny Hilton who lives in 
Newcastle. On the second level of the 
Music World, jump on the first, third, 
fifth and seventh keys on the first key¬ 
board. A large musical note should 
appear which will, when shot, award 
the player with an extra life. Yippee! 

GUY SPY 

Readysoft 

A snip tip from Adam Leeder from 
Staines should be just the ticket for 
those of you stuck on the maze sec¬ 
tions in Readysoft's latest. To find your 
way around you should pay particu¬ 
lar attention to the stone slabs on 
either side of the screen. If slabs on 
either side are sticking out on the 
same screen then you should contin¬ 
ue straight ahead until you come 
across some more protruding slabs. If 
the slabs jut out on the left then turn 
left and if they stick out on the right 
then - yes, you guessed it - turn right. 
Follow this procedure, only changing 


WE NEED 


SPEEDBALL 2 

Renegade 

Speedball 2? What's going on? Yes, 
yes, yes - we know it's a bit old in 
the tooth now but we sat down for 
a quick match one day at the end of 
the last issue and didn't get back up 
for a week. Gary was getting so fed 
up with loosing that he rang up Eric 
Bitmap to get a few helpful tips and 
we thought you'd like to share them 
too. 

MONEY - When you go into the 
league you begin with 11 00 credits. 
You can go into the gym and train for 
a bit but the best thing to do is wait 
until the Star Players come onto the 
transfer market and snap them up. 
This will improve your team more than 
the training and will cost the same 
amount of money. 

PLAYERS - The most important play¬ 
ers in the team are the goalkeeper, 
centre midfield and the centre for¬ 
ward. These are the best places to 
stick your Star Players. 

TOKENS - The best tokens to aim for 
are: Freeze Team, Shield, Transport 
Ball and Boost Stats, in that order. 



Come on all you talented gamers! If you discover 
a tip or a cheat or can knock up some level maps 
for your favourite game the send them in. If it’s 
okay we’ll print it along with your name, 
meaning instant fame and fortune. People will 
probably stop you in the street and all that. If 


you with a top-quality piece of software (and, of 
course, all that fame and fortune will still coupt) 
so come on, send your info to: Snip Tips, The 
One, Priory Court, 30-32 Farringdon Lane, 
London, EC1R 3AU. We’ll be waiting for your 














































He's back, he's big and he's baaaaad! Yes, Doctor David has 
returned from his short 'holiday' and is feeling just fine and dandy. 
He can barely wait to recommence curing the sick and helping the 
needy. So please, would the first patient step into his office... 


the end of the game I think I'll go 
mad. Please help save my sanity. 

Paul Cutlass, 
Staines. 


Dear Doctor, is at hand. If it's infinite energy you're 

That's it. I've had enough. Don't after, then press down the Q and K 
give me any crap, 'Doctor' -1 know keys simultaneously. Alternatively try 
there has to be a cheat for Xenon 2 pressing Q together with any num- 

so what is it? If I don't find it out ber key from 1 to 6 to skip levels, 
soon I'll have to kill something - and Press any number between 1 and 3 
it won't be a bloody Xenite, either, on the numeric keypad to skip sec- 
Michael Powell, tions within a level. To jump right to 
Bury St Edmonds, the end of the game (but what's the 
point?) hit keys Q and 7 together. 
I must say that I find your aggressive Feeling better already, am I right? 
manner somewhat disturbing. Still, 
that doesn't stop me from helping 
you. Who knows? Perhaps a little TLC Dear Doctor, 


Your description of your symptoms 
is a little vague but I think I know 
where you're stuck. Try the following: 
Once Lucky has clambered over the 
wall, go to the castle's gatehouse 
and take the key. Go into the central 
palace and wait until the guard 
marches out of sight then sprint left 
into the dining room. Does this solve 
your problem? 


pass is. Have you got any ideas? 

Darren Maull, 
Chingford. 


THE SURGERY IS NOW CLOSED 
As we turn off the lights 
and lock all the doors, 
there's just time to remind 
you that if you're having a 
problem with a game, 
scribble a brief description 
of the symptoms down on 
a piece of paper and send it 
to: Dr David Upchurch, 
Games Surgery, THE ONE, 
Priory Court, 30-32 
Farringdon Lane, London 
EC1R 3AU. And don't for¬ 
get, the Doctor is a busy 
man and regrets that he 
cannot deal with queries 
over the phone. Sorry! 


uftftliuG 















Eagle 

Software 

Kiy 

SPECIAL^ 


CHRISTMAS 
OFFER 
10% OFF 



.ORDERS OVER. 
£75 


118a Palmers Road 
New Southgate 
LONDON Nil 1SL 

(10 am-6pm 6 days) 

Tel: 081-361 2733/5730 

(2733 Faxline after 6pm) 

CREDIT CARD HOTLINE: 

® 081 889 9172 


ST & AMIGA BUDGET TITLES UNDER £10 


1 Meg Cricket (Amiga only) £3.99 

3D Pool.£699 

Afterburner .£699 

Alered Beast.£899 

Arkanoid II.£6.99 

Baal .£5.99 

Barbarian.£5.99 

Barbarian II.£6.99 

Batman The Movie.£6.99 

Beach Voley.£899 

Blood Money.£699 

Cabal .£699 

California Games.£899 

Carrier Command .£890 

Celica GT4 Raly.£699 

Centrefold Squares.£899 

Cloud Kingdom .£899 

Colossus Chess.£699 

Combo Racer ..... £699 

Conffct in Europe .£7.99 

Continental Circus.£899 

Defender of the Crown.£7.99 

Deluxe Strip Poker.£899 

Double Dragon I or II.£699 

Dragon Ninja.£899 

Fantasy World Dizzy.£899 

FI6 Combat Pitot.£7.99 


Gauntlet II.£699 

Ghostbusters II.£699 

Ghouls'nGhosts.£699 

Golden Axe.£699 

Hard Drivin'.£699 

Head over Heels .£699 

H.H. Guide to Galaxy .£7.99 

IK+ .£699 

Impossible Mission II.£699 

James Pond.£699 

Jet Set Wily (Amiga only).. £7.99 

Kid Gloves.£899 

Last Ninja II.£699 

Licence to Kil .£899 

Lombard RAC Raly.£699 

Lotus Esprit.£699 

Manic Miner (Amiga only) ..£7.99 

M. Jackson Moon waller.£699 

Moonshine Racers.£699 

New Zealand Stoiy.£699 

North & South .£699 

Out Run.£699 

Operation Thunderbolt. £699 

Operation Wolf.£699 

Pang.£699 

Panza Kick boxing. £699 

Platoon .£899 


Predator.£699 

Predator II. £9.99 

Ram bo III.£699 

Resolution 101.£699 

Rollng Ronny.£9.99 

R-Type.£699 

Run The Gauntlet.£699 

Shadow of the Beast .£699 

Shadow Warrior.£699 

Sherman M4 .£699 

Shinobi .£699 

Shuffle Puck Cafe .£699 

Speedball.£7.99 

Stargiderll .£699 

Strike Force Harrier.£699 

Stunt Car Racer.£699 

Supaplex. £699 

Super Hang On .£690 

SwIchBlade.£699 

Teenage Mutant Turtles.£699 

Thunderstrike.£699 

Toobin'.£699 

TV Sports Football.£7.99 

Vigilante.£699 

War Zone.£699 

Waterloo .£699 

Wings of Fury(Amiga only) .. £699 

WC Leaderboard .£699 

Xenon II.£7.99 


TOP TfTLES ST AMIGA 

A500+ 1 Meg Upgrade.N/A £39.99 

A600 IMegUpgrade + clock .. N/A £49.99 

0.5 Meg Upgrade + clock.N/A £2899 

W. Senes Cricket. N/A £14.99 

3D Construction Kit II * .... £3699 £3699 

4D Sports Boxing.N/A £11.99 

4D Sports Driving. N/A £11.99 

A-Train*. N/A £3699 

Action Stations. £1299 £1299 

AddamsFamiy. £1699 £1699 

Agony. £1899 £1890 

Air Support. £1890 £1899 

Aliens 111*. £1699 £1699 

A Maclean's Pool . £17.99 £17.99 

AMNIOS. £1899 £1299 

AmosCompier. N/A £19.99 

Amos The Creator. N/A £3690 

Another World. £17.99 £17.99 

Apidga. £1699 £1699 

Aquaventura.N/A £1899 

Armourgeddon . £1890 £1899 

Armourgeddon Upgrade* £10.99 £1699 

Ashes of Empire. £20.99 £20.99 

AT.AC.*. £2899 £2899 

ATOMINO . £899 £899 

AWSOME. £899 £899 

B17 Flying Fortress* . £2899 £2899 

Bane of the Cosmic Forge.N/A £24.99 

BARBARIAN II (Psyg) .... £1299 £14.99 

Bard's Tale III. N/A £899 

Bards Tale Trilogy * .N/A £19.99 

B. AT. II. £2299 £2299 

Battle Chess II .N/A £1699 

Battle Isle. £1890 £1899 

Battle Isle Data Disc. N/A £1899 

BATTLE MASTER. N/A £11.99 

Battle Toads*. £1690 £1699 

Big Run . £1699 £1699 

Birds of Prey. N/A £2890 

Black Crypt. N/A £1699 

Blue Max . £19.99 £11.99 

Bountlul HD Scenery.N/A £1899 

Buck Rogers. £19.99 £19.99 

Buck Rogers II.N/A £20.99 

Cadaver. £1699 £1699 

Cadaver - the pay off. £10.99 £10.99 

Captive. £1890 £1899 

Carl Lewis Challenge .... £1899 £1899 

CARTHAGE. N/A £7.99 

Carve Up. £7.99 £7.99 

Castles. £1699 £1699 

Castle of Dr Brain*.N/A £17.99 

Chaos Engine. £1699 £1699 

Chase HQ. £699 £699 

Chase HQ II. £14.99 £14.90 

Chuck Rock . £7.99 £7.99 

CiviSsation. £2899 £2890 

C. Y's AirCombat. £20.99 £20.99 

Codename Assassin. N/A £1699 

Codename Ice Man. £1299 N/A 

CoolCroc Twins. £1699 £1699 

Cool World*.N/A £1699 

Confict Korea.N/A £2899 

Contraptions *.N/A £1699 


TOP TITLES ST AMIGA 

Cover Girl Poker. N/A £1699 

Covert Acton . £2899 £2899 

Crazy Cars III. £1690 £1699 

Cruise for a Corpse. £17.99 £17.99 

Curse of the Enchanter. N/A £2899 

Darkmere. £1699 £1699 

Dark Queen of Krynn. N/A £2299 

Das Boot. N/A £11.99 

Days of Thunder. £1299 £890 

Deliverance. £1899 £1899 

D/Generation. £11.99 £11.99 

Disciples of Steel . £17.99 £17.99 

Double Dragon III . £1690 £1699 

Dreadnoughts... £2299 £2299 

Duel. £690 £699 

Dune. £19.99 £19.90 

Dungeon/Chaos. £19.99 £19.99 

Dyna Blast. £20.99 £20.99 

Ewira Mistress Dark . £21.99 £21.99 

Elvira II - Cerberus . £2899 £2899 

Epic . £19.99 £19.99 

Eye of the Beholder. N/A £19.99 

Eye of the Beholder II. N/A £2899 

F14 Tom Cat* . £1899 £1890 

F15 Strike Eagle II . £2899 £2899 

FI 17AStealth Fighter*.... £21.99 £21.99 

F19 Stealth Fighter. £19.99 £19.99 

F29 Retaliator. £1899 £1899 

Face Off-Ice Hockey. £1899 £1899 

Falcon. £11.99 £11.99 

Falcon Mission Disk I. £899 £899 

Falcon Mission Disk II. £899 £899 

Falcon 3.0*. £2890 £2899 

Fantastic Voyage. £1699 £1699 

Fate of Atlantis (Adv) * . N/A £17.99 

Fate of Atlantis (Arc) *. N/A £17.99 

F. of Free Traders. £699 £699 

Final Blow. £1699 £1699 

Final Fight. £1699 £1699 

Fire and Ice. £1899 £1899 

First Samu/MegaLoMan.... £20.99 £20.99 

FireStone HD Sceneiy. N/A £1899 

Flashback * . £1690 £1699 

Flight of the Intruder . £14.99 £1699 

Floor 13 . £19.99 £19.99 

Football Crazy. £1699 £1699 

Football Manager III . £14.99 £14.99 

Free DC. N/A £1899 

Gauntlet III. £1699 £1299 

Global Effect. £1699 £1699 

Goblins . £1699 £1699 

Gods. £1699 £1699 

Go for Gold. £899 £899 

Golden Shot. £1699 £1699 

G. Gooch Cricket* . £21.99 £21.99 

Graham Taylor . £1899 £1899 

Grand Prix (Formula). £2899 £2899 

Gunship2000*. £21.99 £21.99 

Guy Spy. N/A £20.99 

Hagar the Horrible. N/A £1899 

Hard Drivin II. £1899 £1290 

Harlequin . £1699 £1699 

Harpoon (1 Meg). N/A £19.99 

Heimdall. £2899 £2899 

Hero's Quest (Grem). £1699 £1699 

Hill Street Blues . £1899 £1899 


TOP TITLES ST AMIGA 

Hoi. N/A £1899 

Home Atone . N/A £2899 

Home Atone Colouring Book * N/A £14.99 

Hook.£1899 £1899 

Hudson Hawk .£1899 £1890 

I. Bothams Cricket.£19.99 £19.90 

Indy Heat. £1699 £1699 

International Sports ChalL £1699 £1699 
Ishar- Legend Fortress .... £20.99 £20.99 
Jack NfcklausUnlimited Clip. N/A £10.99 

Jaguar XJ220 .£1699 £1699 

Jim Power *.£1699 £1690 

J. Khan Squash .£699 £690 

J. White's Whirlwind. £1699 £1699 

J. Barnes (1 Meg). £1899 £1890 

J. Madden's Fotfball. N/A £1699 

KGB*. £20.99 £20.99 

Kick Off 11(1 Meg). £1899 £1899 

Kick Off II .5 Meg) . N/A £14.99 

Kick Off III*. £1699 £1699 

K. O. Winning Tactics.£9.99 £9.99 

Kid Gloves II. £1699 £1699 

Klling Cloud. £11.99 £11.99 

KILLING GAME SHOW.... £1899 £899 

Kings Quest IV.£1299 £2299 

Kings Quest V. N/A £2699 

Knight Mare + Hint Book .. £1999 £1890 

Knight of the Sky. £2899 £2890 

Last Ninja III .£7.99 £7.99 

Lawn Mower Man *.£1699 £1690 

Leander.£1899 £1899 

LeathalWeapon III* .£1699 £1699 

Legend + Hint Book .£19.99 £19.99 

Legends of Valour*.£2899 £2899 

Leisure Suit Larry I.£1299 .. N/A 

Leisure Suit Larry II.£14.99 £14.99 

Leisure Suit Larry III .£2899 £2899 

Leisure Suit Larry V. N/A £26 99 

Lemmings.£1899 £1899 

Lemmings II* .£21.99 £21.99 

Lemmings-Data Disk. £1899 £1899 

Lemmings-Stand Atone .. £1599 £1599 

Life and Death II . N/A £20.99 

Links HD. N/A £2899 

Liquid Kids .£1699 £1699 

Lost Patrol.£1599 £1299 

Lotus Turbo Challenge II .. £1699 £1699 
Lotus Turbo Challenge III* £1699 £1699 

Lure of the Temptress. £19.99 £19.99 

Ml Tank Platoon.£19.99 £19.99 

Magic Pockets.£1599 £1599 

Man Utd. Europe.£1599 £1599 

M. Ditka Ultimate Football* £1699 £1699 

Mega Fortress.£19.99 £1699 

Mega Sports.£1699 £1699 

Megatraveller II.£20.99 £20.99 

Mercenary III.£11.99 £11.99 

Merchant Colony.£1699 £1699 

Microprose Golf. £2899 £2890 

Midnight Resistance. £699 £699 

Midwinter II. £2899 £2899 

Mig 29 Fulcrum .£1699 £1699 

Might of Magic III. N/A £2899 

Moonstone. £19.99 £19.99 

Monkey Island.£1599 £1599 

Monkey Island II . N/A £2899 


TOP TITLES ST AMIGA 

Mouse (Switch* bk).£14.99 £14.99 

Myth .£1899 £1899 

Narc .£699 £699 

Navy Seals .£1599 £1599 

N. Mansel World Champ .. £20.99 £2699 

ORBITUS.£1299 £1299 

Ork.£1599 £1590 

Outianders*. N/A £19.99 

Paciic Islands - T.Yankee II£20.99 £2699 

Paperboy II.£1699 £899 

Parasol Stars.£1599 £1599 

Perfect General. N/A £20.99 

PGA Golf Tour +. N/A £20.99 

PGA Courses Disk. N/A £1699 

Pinbal Dreams . N/A £1599 

Pinball Dreams II *. N/A £1690 

Pitfighter. £9.99 £9.99 

Plan 9 Outer Space.£2699 £20.99 

Plotting .I.£1599 £1599 

Populous II (1 or 0.5 Meg) £20.99 £20.99 

Premiere. N/A £20.99 

Prince of Persia.£1599 £1599 

Pro Flight.. £30.99 £30.99 

Pro Tennis Tour.£699 £699 

Project X.£1699 £1699 

PushOver.£1599 £1599 

Puzznic. £699 £699 

QUEST AND GLORY.£20.99 £20.99 

Railroad Tycoon.£28CO £2899 

Rainbow Islands. £699 £699 

R.B.I. 2 Baseball.£1599 £1599 

Realms.£20.99 £20.90 

Red Zone.£1590 £1599 

Rise of the Dragon. N/A £24.99 

Risky Woods.£1699 £1699 

Robin Hood.£1699 £1699 

Robocod .£1599 £1599 

Robocop . £699 £699 

Robocop II.£14.99 £14.99 

Robocop III .£1699 £1699 

Robo Sports*. N/A £2899 

Rod Land.£1699 £1699 

Rookies*.£17.99 £17.99 

R-Type II.£14.99 £14.99 

Rugby World Cup.£1599 £1599 

R.V.R Honda. £699 £699 

Sabre Team.£1699 £1699 

Savage Empire . N/A £2290 

Secret Silver Blues .£21.99 £21.99 

Secret WeapLuft*.£19.99 £19.99 

Senstole Soccer 1.1.£1699 £1690 

Shadowlands.£20.99 £20.90 

SHADOW BEAST II .£1299 £1299 

Shadow of the Beast III . N/A £19.99 

Shadow Worlds.£1699 £1699 

Shoot em up Con. Kit.£7.99 £7.99 

Shuttle the Sim .£20.99 £20.99 

Silent Service II.£2899 £2899 

Sim Ant. N/A £2299 

Sim Earth .£20.99 £20.99 

Simpsons.£1599 £1590 

Sleepwalker*.£1599 £1599 

Smash TV.£1599 £1599 

Snow Bros.£1699 £1699 

Soccer Kid.£1699 £1699 

Space 1889 .£20.99 £20.99 


TOP TITLES ST AMIGA 

Space Ace II . N/A £3899 

Space Gun.£1599 £1599 

Space Crusade.£1699 £1699 

Space Quest I,II,HI,or IV. N/A £2899 

Special Forces.£2899 £2899 

Speedball II.£1599 £1599 

Spirit of Excalibur.£20.99 £14.99 

Steel Empire.£20.99 £20.99 

Stereo Master . £2699 £2699 

Storm Master.£1699 £1699 

Street Fighter II*. £1699 £1699 

Stricter II.£1599 £1599 

Strike Fleet.£1690 £1699 

Striker.£1699 £1699 

Super Cars II.£899 £899 

Super Off Road. £899 £899 

Super Space Invaders .£1699 £1699 

Super SWIV*.£1699 £1699 

Supremacy.£1899 £1899 

Switch Blade II.£899 £899 

Sword of Honour*.N/A £1699 

Take 2. N/A £6899 

Tear Away Thomas .N/A £1599 

Tennis Cup 2.£1699 £1699 

Terminator II .£1599 £1599 

Test Drive III . N/A £1599 

The Games 92 Espana .... £20.99 £20.99 

Their Finest Hour.£19.99 £19.99 

The Manager.£20.99 £20.99 

ThunderhawkAH-73M.£21.99 £21.99 

Thunder Jaws.£1699 £1699 

Tip Off...£1699 £1699 

Toki.£14.99 £14.99 

Troddlers.N/A £1699 

TV Sports Baseball .N/A £1599 

TV Sports Boxing.N/A £1599 

Turrican II . £7.99 £7.99 

Twilight 2000.£2899 £2899 

UghL.N/A £1599 

URima Martian Dreams* .. £20.99 £20.99 

Ultima Underworld *.£20.99 £20.99 

Ultima V.£19.99 £19.99 

Ultima VI.£20.99 £20.90 

ULTIMA VII*.£20.99 £20.99 

ULTIMATE RIDE. £699 £699 

UMSII.£2899 £2899 

UMS II Planet Editor* .£20.99 £20.99 

Untouchables. £699 £699 

Uridium II*.N/A £17.99 

Utopia.£20.99 £20.99 

Utopia New World .£11.99 £11.99 

Vengeance of Excai. N/A £1299 

Video Kid.£1590 £1599 

Viking Fields of Conquest.. £1699 £1699 

Voffied.£10.99 £10.90 

Vroom .£1699 £1699 

White Death (1 Meg) .£1299 £1299 

Wild Wheels.£14.99 £7.99 

Willy Beamish*. N/A £2899 

Wing Commander I * .N/A £19.99 

WizKid .£1599 £1590 

Wolf Chid .£1690 £1699 

World Championship Boxing £699 £699 

W.W.F.£1590 £1599 

W.W.F. II.£1599 £1590 

Zool.£1699 £1699 


MIND GAMES only £14.99 
Auaterltz, Waterloo, and Corf lid in Europe 


BITMAP BROS VOL 2 * only £1699 
Xenon II. Speedball II. Gods, Magic Pockets 


BITMAP BROTHERS VOL 1 only £1699 
Xenon, Cadaver and Speedball II 


NINJA COLLECTION only £1899 

D. Dragon, Shadow Warrior, D. Ninja 


RAVING MAD only £1699 
Mega twins, Rodland, Robocod 


ACTION 5 only £19.99 
Rick DangerousII, Ghostbusters II, Gunshfe 
Super Ski and Hard Driving 


CHAMPIONS only £13.99 
Jahangir Khan Squash, Man Unied 
and W.C. Boring Manager 


SOCCER MANIA only £11.99 
Football Manager II, Gazza's Soccer, Football 
Manager - W.C. Edftion, Microprose Soccer 


DOUBLE DOUBLE BILL only £14.99 
TV Sports FoctbaN, Wings, 

TV Sports Basketbal, Lords of the Rising Sun 


FLIGHT COMMAND only £14.99 
E Km inator, Strike Force Harrier, 
Lancaster, Sky Fox and Sky Chase 


GRANDSTAND only £11.99 
Gazza Super Soccer, Pro Tennis Tour, 

World Class Leaderboard and Continental Circus 


POWER PACK only £14.99 
Xenon 2, TV Sports Footbal, Bloodwych and 
Lombard Rally 


RAINBOW COLLECTION only £1899 
New Zealand Story, Bubble Bobbie, 
Rainbow Islands 


MAGNUM 4 Amiga £1699 ST £12.99 
Afterburner, Double Dragon, Operation Wof, 
and Batman Caped Crusader 


AWARD WINNERS ONLY £1699 
KickOff II, Pipemania, Space Ace 
and Populous 


SPORTS COLLECTION only £1899 
Pro Tennis Tour, Run the Gauntlet 
W.C.Soccer (Italia '90} 


HOLLYWOOD COLLECTION only £1699 
RoboCop, Ghostbusters 2, Indiana Jones, 
Batman the Movie 


HEAD TO HEAD only £26.99 
Mig 29 Super Fulcrum, F19 Steath Fighter 


AIR, LAND, SEA AMIGA only £2899 
FA18 Interceptor, 688 Attack Sub, Indy 500 


MAX EXTRA only £17.99 
Turrican II, ST Dragon. SWIV and Night Shit 


BIG BOX only £15.99 
Captain Blood, Tin Tin on the Moon,Safari Guns, 
Teenage Queen, Bubble Plus, Purple Saturn Days, 
Krypton Egg, Jumping Jackson, BoBo, Hostages 


ACTION PACK only £15.99 
Cosmic Pirates, Rotor, Maya, On Safari Eliminator, 
Fast Lane, Sherman M4, Hostages, Targlan, 
Colorado 


BIG BOX II only £19.99 
Back to the Future III, R-Type, IK+. Real 
Ghostbusters, Def of the Earth, TV S ports Football, 
Shanghai Armalyte, Sinbad, Bomboozal 


TEST DRIVE II COLLECTION 
AMIGA only £20.99 
Muscle Cars, Calfornia Challenge, 
European Challenge, Duet Super Cars 


STRATEGY MASTER 
only £2699 

Deuteros, Populous, Hunter, 
Chessplayer 2150 and Spirts of Excalibur 


4 WHEa DRIVE only £19.99 
Lotus Esprit, Celica GT4 Rally, Terns Suzuki and 
Combo Racer 


BOARD GENIUS AMIGA only £17.99 
Deluxe Monopoly, Deluxe Scrabble, 
Cleudo Master Detective and Risk 


QUEST FOR ADVENTURE only £2899 
Operation Steath, Indiana's Last Crusade and 
Mean Streets 


SUPER HEROES only £17.99 
Strider II, Indiana Jones, Last Nirya II 
and Spy who loved me 


2 HOT 2 HANDLE only £1699 
Golden Axe, Total Recall, Shadow Warrior, 
Super Off Road Racing 


NEW SHOP 

NOW OPEN 
AT 

120a 

MYDDLETON 

ROAD 

WOOO GREEN 
LONDON 
N22 4NQ. 

SHOP PRICES 
MAY VARY. 


Please make cheques and P.O.'s payable to Eagle Software. P&P is £1.00 per item in the UK. 
Orders under El 0 please add 50p per item. Europe: add E3.50 per item. Elsewhere add £4.50 per 
item. New titles will be sent as released and are subject to manufacturers price reviews. E.&O.E. 
SPECIAL OFFER APPUES ONLY IF QUOTED WHEN ORDERING. 

Computer _ 

Title__ 


Name: _ 
Address: 


110 

*Not released at time of going to press 


Date 

Price 

Price 



Postcode: 

Tel: 

Price 

Card No: 


Price 

Exp Date 

Member No: 

|P&P 

Total 

Access Q 

Visa Q Cheque Q P.O'sQ 

Free Membership with First Order 



















































































































































































































































































































































































































































PART FOUR - 
AUGUST/SEPTEMBER 


Tuesday August 25th 
Great way to start the new diary. Met 
Gary Liddon at EMAP Towers while deliv¬ 
ering the previous diary part and had a 
few bevvies with him and The One 
lads before catching the train home to 
Witham. Had I stayed awake I might 
have got off at the right station. As it 
was I ended up in Harwich, which was 
quite a shock. You don't want to know 
how much a taxi costs at that time in 
the morning. 

Had a further play with the weapons 
systems. A flame-thrower for the robot 
seemed like a good idea. No graphics 
for it yet but it works, spraying out the 
ubiquitous explosion graphics that get 
used whenever the proper ones aren't 
available. Also changed the mass dev¬ 
astation weapon as that was a little slow 
to take effect; usually what I was aim¬ 
ing at had long gone by the time the 
bullets came out. Now it's a rocket that 
gets produced and sprays bullets (also 
currently looking like explosions) from 
top and bottom. 

Spent the afternoon experimenting 
with plasma - it's a graphic effect we've 
seen on a demo. It's quite fun trying to 
figure out what they've done. We may 
not come up with the exact same 
method that they're using but we'll get 
similar results. If you only need to get 
one effect on the screen you can throw 
a lot of memory at the problem, but we 
have to get a game in there as well. 
Finally I got some red plasma on the 
screen. It tends to do really strange 
things to your eyes if you keep 
watching it. Weird. 


Wednesday August 26th 
Now to build a title screen out of my 
plasma. There's no point in having 
something pretty if you can't use it. The 
first thing was to create some nicer look¬ 
ing plasma to work with. The plasma is 
now more ordered and curvy so it's eas¬ 
ier to see what's happening. Since these 
things like being left/right symmetrical 
and there's no point in wasting memo¬ 
ry, I wrote a routine to reflect half the 
picture across the screen. 

The reflection routine didn't quite 
work but the effect was really wacky - 
the screen was stretching up and down 
and I still haven't sussed out why. Part 
of the optimisation involved only plot¬ 
ting the plasma in sixteen colours, leav¬ 
ing me the other sixteen to add text over 
the top. Then I got to thinking - since 
there isn't much CPU time left after the 
plasma is plotted, why not write Uridi- 
um in giant size letters in another plas¬ 
ma colour? All I have to do is teach a 
cursor to drive around the screen, print¬ 
ing up big letters. This turned out to be 
just like writing a turtle program in Logo. 
Tedious or what? 

Tuesday 1st September 
Really did go on holiday this time. 
Returned to find Phillip drawing full 32- 
colour backgrounds, contrary to instruc¬ 
tions as usual. Still, if you can't beat 'em, 
put in all the routines to display the full 
32-colour graphics. 

I've been changing the colours 
around on the block font to make it 
even more readable, since the whole 
world and his dog say "Yeah, it's really 
pretty but what does it say?". Every¬ 
body, that is, except Phillip, who just 
said "Yeuck!" - but then he says that 
about anything that he didn't draw him- 



The epic saga of the creation off a 
super-sequel reaches its fourth 
instalment. At last the dreadnought 
designs are beginning to take shape, 
and they're a far cry from those seen 
in the old C64 classic. Andrew 
Braybrook, the programming genius 
coding the game, tells all... 


;elf. I've had a go at redrawing one or 
;wo of the letters to make more read¬ 
able shapes. The 'R' is causing trouble 
as most of the letters are capitals, but 
the 'R' is actually an 'r'. 


(Below) For the sake of the ECTS 
demo, Andrew re-used some old 


Wednesday 2nd September 
Spent nearly all day battling with dif¬ 
ferent linker output formats. All I want 
to do is load the game in relocatable 
format so I can store the code wherev¬ 
er the machine's extra RAM is, but I 
want my variables to be short-word 
addressed in the top 32K of the Amiga's 
memory for extra speed. ALink format 
seems to support 16-bit relocation data 
but I can't persuade SNLink to pro¬ 
duce the right output. Can anybody 
help? I just want one section, namely 
my variables, to be linked absolute in 
word-addressable memory. 

Thursday 3rd September 
We need to put together a demo for the 
European Computer Trade Show next 
week. Jason has started converting his 
music into our format and hopes to have 
some token sound effects ready. We still 
have no backgrounds but the mapper 
is nearly ready to at least try to put a 
map in. I've commissioned some more 
graphics from another of our graphics 
artists, Mark Bentley, so I've not got any 
dummy sprites in the game. If only we 
had an extra 24 hours we could put so 
much more in. 

Friday 4th September 
Getting close to show-time and the 
mapper is available for its first test - no 
guarantees, no nothing. The music and 
some trial sound-effects have been set 
up by Jason. Unfortunately the graph¬ 
ics didn't get finished and I was left with 


flesh out the backgrounds inside 
the dreadnought. 


(Below right) Having destroyed all 
the generators inside the ship the 
mission is complete. The droids 
must then find the lift-off pad, 
transform back into Mantas and 
make good their escape. 
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Now that some of the new ship graphics are in place 
Uridium 2 is really beginning to shape up. The organic 
look is very 'Alien 1 , don't you think? Here you can see 
the pretty bubble laser in action. 


(Above and below) These shots are from the demo 
Andrew knocked together for the ECTS using old 
graphic blocks. Note the Manta transforming into the 
robot in the shot below. 


No-one 
who 
played 
the game today 
noticed the 
tweaks that i had 
applied to the 
control modes. 
They nag like 
little kids for 
changes and 
then don't notice 
when they 



a sheet of really pretty organic graph¬ 
ics that I had no idea how to slot togeth¬ 
er. 


The mapper held up fairly well until 
I tried to put its output into the game. 
I have had to resort to using my old 
graphics so I can see what is going on. 
The mapper is somewhat to say the 
least, but this is its first test. Normally 
I'd wait for it to be fixed but with the 
show looming I'll have to program my 
way out of this by reformatting the map 
and character set data within the game 
itself. 


Monday 7th September 
Show day. Uridium 2 gets its first show¬ 
ing to the press, unfortunately without 
any real backgrounds in it. It's also the 
first time that Renegade, the publish¬ 
ers, have had a good look at it. Had a 
Cuban dinner in the evening with the 
Bitmaps (name-dropper) to celebrate 
the completion of another Graftgold 
project, Gods, on the Sega Megadrive. 
If you'd like to play this game, write to 
Sega Europe and tell them so. It's rather 
good. 


Tuesday 8th September 
Now is the time to re-organise things in 
the machine and to free up some of that 
valuable chip RAM by moving the game 
code to fast RAM. That means that I 
have to tangle with Amiga relocatable 
link format, which is pretty horrible, and 
I have to sneakily redefine my variables 
because Amiga link format does sup¬ 
port short word addressing but SNASM 
won't actually produce any short word 
addressed sections. Why not, chaps? 
Not everyone wants to run system legal 
stuff, you know. 

Still, a wily programmer can find 
ways round this. I've written a scatter- 
loader that locates the Amiga's fast 
RAM, puts my code there and then relo¬ 
cates it. It's like picking your house up 
and moving it down the street, then 
changing the number on the house to 
fit in with the houses on either side of 
it. Then it has to tell the post office 
where it is, but it still knows where the 
post office is because that hasn't moved. 

What am I drivelling on about? 


Wednesday 9th September 
Taken the whole program apart today 
to define my variables in a different way. 
The main objective is to split the pro¬ 
gram into two lumps, one that can be 
relocated into fast RAM, and one that 
can't be relocated because it's too 
messy. Then I have to set up a commu¬ 
nications area to allow the two halves 
to communicate. This will mostly be one¬ 
way traffic. Both halves get bolted back 
together again while debugging to 
speed things up. 

All this monkeying around took about 
five hours. Now I need to come up with 
a way to test it. I don't think that just 
letting rip with a code relocator is 
a good strategy. It needs to be 
traced slowly to identify places 









































Great care is needed 
when flying around near 
the dreadnought's mighty 
engines - even brushing 
the white-hot exhaust 
flames will melt the 
Mantas into scrap. 


The Mantas on a bombing 
run down a trench in the 
dreadnought's surface. 
Although the bombs look 
nice they have one big 
drawback at the moment 
- the Manta can't fire for¬ 
ward, leaving it open to 
enemy attack. 


Friday 11th September 
Sorted out some niggling bugs. Bad ini¬ 
tialisation caused weird things to hap¬ 
pen as some flags weren't being cleared 
out to start with, including a pause flag 
so the first game automatically paused 
itself. It's a case of studying the symp¬ 
toms and deducing what can possibly 
be the cause of them, and then figuring 
out what has caused the cause. Knock- 
on effects can have a programmer chas¬ 
ing the wrong thing for days. 

Needless to say, no-one who played 
the game today noticed the tweaks that 
I applied to the control modes. They nag 


The speech seems to be centred around 
picking up bits of a few key words, 'Play- 
sern' being one of them. For example, 
by missing out the 's' and the 'n' you 
get 'Player', and by dropping theand 
the 'n' you get 'laser'. 

Added a grenade weapon for the 
robot which is equivalent to the bombs 


like little kids for changes and then don't 
notice when they happen. Further 
tweaks included making the homing mis¬ 
siles turn slower while they accelerate 
away from being fired (that makes them 
look more realistic) and a smart-bomb 
that hits all targets on-screen with the 
appropriate stroboscopies. 

Monday 14th September 
Set Phillip up with a PC and the mapper 
to create the first real map of back¬ 
ground graphics. A few teething 
troubles needed to be eradicated 
and we have a list of changes for 


of the Manta. Great for taking out the 
generators, not so good at hitting the 
thugs. Discovered a deep-rooted bug 
which was giving infinite use of some 
weapons which were supposed to be 
limited. That one could, and I empha¬ 
sise could, have been the cause of a mys¬ 
terious crash one time that has been sit¬ 
ting at the back of my mind, nagging 
away. 

Tuesday 15th September 
Getting close to diary delivery time and 
the game doesn't LOOK that much dif¬ 
ferent from last month. Of course, it has 


had loads of new features added and all 
the sound but what comes across in pic¬ 
tures? Graphics, and they're still the 
same. Better crack the old whip on the 
graphics department. Also on the agen¬ 
da is making up a demo to take to EMAP 
towers. It would be a really bad idea to 
wait until the day to try and make up a 
demo considering what I've just done 
to the game regarding its internal 
arrangements. 

My initial strategy of making up a 
hybrid debug 'all-in-one' version but 
with a live load was flawed. I couldn't 
get the thing to load in and survive, and 
it took ages to make up the disk. The 
trouble with the live version is you get 
no help if it crashes. Next plan is to make 
up a full live version with relocating code 
and all. This also failed. Getting desper¬ 
ate now, so start putting border colour 
changes into the code to see where it 
gets to. Didn't even hit the first one. This 
is bizarre. 

After two or three hours of head 
scratching I decided to just download 
the first part of the game to the Amiga 
and have a look at it. "That's not my 
code!" I cried. I had linked the game 
together in the wrong mode, so I got a 
Cross Products Executable code instead 
of pure binary. Realisation of the prob¬ 
lem caused so much relaxation I could 
have gone into hibernation. 

Mid-afternoon and the demo is made 


up, loading code and music r 
on its own. Lucky that as I'd 
already wrecked the shov 
demo disk trying to put the ne 
version on it. Now I can cor 
centrate on making up a ne. 
demo with new graphics knov. 


ing that I have a fall-back disk. 


Wednesday 16th September 
Took delivery of the first part of the new 
ship layout with new graphics. This ma: 
is huge and I really mean HUUUUUGE 
Phillip has gone mad on the scale. I've 
never had a map this big before and dn. 
ing around it highlighted a new bug 
The scrolling system blew it going down¬ 
wards after about a screen and a haK 
Rather a fundamental error in the r : 
somewhere and finding it mea r 
remembering how it all works. Thos 
bits of code assumed to be working dt 
tend to get forgotten about. 

Thursday 17th September 
Last minute thrashing about to get 
demo ready to have some pictures take- 
The first map is nearly complete and = 
least you can fly over it. The extra size 
has highlighted a need to generate th 
attack formations near the player. Tn 
ing to destroy a wave of fighters spree: 
over the whole map width would be to: 
difficult. 

Last minute panic problems include: 
a renegade tank that drove off the 
screen because its control data had bee- 
corrupted by our operating system loo* 
ing for extra chip RAM. The program 
already more that 512K long. That's ju 
too big to manage. I'll probably dre: 
the sound out now that it is working 


NEXT MONTH! 

Uridium 2 enters its fifth month of development, and once again 
well be there with the very latest graphics and white-hot game 
design secrets, all direct from the horse's mouth! And remember, 
this is the ONLY place you'll read it... 


the mapper already. Still no mouse to 
use with it, so cursor keys it is. Not very 
efficient. 

Jason has produced some speech to 
put in, expanding the size of the sound 
samples from 90K to around 140K. This 
is going to be a tight squeeze indeed. 


mS 

where it may go wrong. That will be 
tomorrow's job. Mustn't do this too 
quickly - I told Renegade it could take 
three weeks! Of course, it still might. 


Thursday 10th September 
Got the code relocator working which 
now officially frees up about 80K of chip 
RAM for more graphics and sound, 
which is good news because it wouldn't 
all fit before. Jason wants more memo¬ 
ry for samples because he wants to put 
speech in. 

On the game front I've changed some 
of the parameters of the control modes 
to make them more responsive. The 
Manta turns quicker, as do the robots 
which also move a little faster too. That 
helps to squash the thugs. Also in is a 
new mass devastation weapon that fires 
lasers in an arc around the ship. 
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CUT, TICK & POST.....CUT, TICK & POST 


BB Telephone or Fax Hotline (0702) 466933 

IjsiI PD Soft (T04) 1 Bryant Ave, Southend-on-Sea, ESSEX, SSI 2YD 


□X AT5 KLINGON D 7 QX 1060 STAR TREK 
CRUISER fires torpedoes TNG: Game is by Terry I 
while passing by. NCC-1864 A. Me Intosh. vl.47 * I 
□X AT10 ENTERPRICES, _)X 1081 UTLTIAAATE 

Leaves the Star station dock. STAR TREK (2) Game by 1 
NCC1701-A, The classic Tobias Richter. Now with 
original Animation. English instructions. 

□X AT22 APPROACHING QX 2222 STAR TREK : 
VESSELS, Animation, Binary TNG This is the latest 
Flight Wireframe. quiz game based on the 


300 Adobe Type 1 Fonts * 

■Mfcwgs you 300 Adobe Type 1 Fonts direct from the largest Amiga Public Domain Company in the U.S.A, 80 
■are took over 10 months to produce the only comprehensive set of fonts that works flawlessly on your 
fitting all your font needs from A to Z. These's fonts will work with Pagesetter II, Pagestream v2.1+ & 
i : -age v3.0+. Send a C5 S.A.E for a complete list or just ring and ask. * This Special Font pack is 
‘rice: £39.99 Europe's Largest Font Set. Exclusively Licensed to PD-Soft 


: & READ CHALLENGE 

r pr ogs for the under 7's 
* <DS PAINT A painting 
t aesgned for children, 
s io-ous colours & speech. 
■* S *STFACTS, Everything you 
ct know about the solar 
•OOMAP Produces diffenent 
£ PLANETS Instant locations 
~ EDUCATION This is a set of 
ms pwes a basic knowledge on 
i E-are s. Four Stroke Petrol 
«.5 L ~ne Gasturbine Engine (3) 
“tt ELEMENTS v3.0 Very nice 
e nsoiay of the Periodic Table 
DIZZY UZZYS FUN TIME 1 
K zKxrfull graphics. £3.50 
t CLASS ROOM MATHS 
t sal & age levels. £3.50 
1 rtORK & PLAY. 3 programs, 
i CLOCK for Learning the time. 
SC 5HOPPIN for simple division 
k -_ro cation. FUNTIMES TABLES, 
t-e times tables. £4.99 
: WORD FACTORY a program 
c ecs learn to spell. £4.99 
~~f BIG TOP FUN Contains 
s to help children with 
£ & pictures. £4.99 
i J«7 ROCKET MATHS Times 
i '3G away, Add up & Divide. £4.99 
“5 MUSIC BOX Excellent to 
e music, ages 7+ £4.99 
9 PREHISTORIC FUN :Who liks 
5 *our excellent parts £4.99 
9 PEG Wrote for a nursery 
oo The idea is to build a picture 
r reds or coloured shapes. £4.99 
S <^776 AMOS LESSON 1 The best 
;~_lorial program. (APD151) 
t •’792 KIDS GAMES Includes 
_ , y. Math, Sicence and Word 
res AJso contains Wheel of fortune. 
t «T93 AMIGA BEGINNER You ask- 
r f A tutorial for the beginner on 
i «ur Amiga! Covers CLI & Work- 
• is great for learning about the Amiga 


VIDEO PRODUCTION 


i • *8 TV & VIDEO GRAPHICS (8) 

ea with background screens for 
•xieo productions, Different 
sof graphic styles. Peel, takes 
ir F Pic & peels it down the screen. 

i .36 VIDEO PRODUCTION (2) 

cxed with video & Genlock utilities. 

r Ml5 VIDEO SCREENS : 1 Back 
ound pictures for video production 

* /517 VIDEO & AMIN : VIDEO DB, A 

ti for keeping track on your video 
e ections. RTAP, Lets you play 
ge anims on small mem machines. 

* 7518 IMAGE LAB This program 
<3 0 mini Art DEPT. Tools On Tap 

pie tades, colourbars & gray bar. 
Ut 7519 VIDEO: STILLSTORE Used 
k reate over the shoulder graphic 
is like the 9'0 clock news, 
r V636 VIDEO: SHADES & FADES 
VADER, A utility to fade screens 
- s out. SUPERVIEW Will display IFF 
: r. res. TURBOTITLE Create subtitles. 
X V677 ANDROIDS VIDEO BACK 
NDS Selection of B/G Pictures. 
t V687 VIDEO WIPES A collection of 
= 5rushs & background graphic effects, 
x V693 HARLEQUIN VIDEO ART & 
T DISKS A video production with 
=:eient backgrounds & Fonts (3) 
t L27 VIDEO: REAL 3D TEXTURES 
is various excellent Textures like 
x marble, brick Work, Rough Ice, 

■Die, Tiles, Water ripples & Wood. £3.50 
r LP75 VIDEO LAB vl.O Simple to 
e video titling package. Genlock is 
|*cf required. Req Two Drives £4.99 
1 x FFP9 FLETCHER FONTS A three 
k pack of 50 -100 point 16 colour 
f+deo Fonts. Includes templates £9 
JC FFP10 FLETCHER FONTS A three 
isk pack of 50 -100 point 16 colour 
vdeo Fonts. Includes templates £9 * 
“ viously called packed in sets of 6 

■ Mil l»l I. ■ 

1 -IX V16 FISH TANK SIM A program 
jtiot simulates ah aquarium. 

I JX V28 WORD WRIGHT & AMIGA 
, Contains over 9,000 words. 

^ JX V109 PRINT STUDIO Excellent for 
inting pictures or text. 

1 JX V191 MASTER VIRUS KILLER 
1/itus Checker & Killer. With Excellent 
■options. Includes search disk. 

J JX V194 M.R.BACKUP HD Hard 
k back up program. 

■ J V215 DISKMASTER v3.2 Copies 
s from one disk to another. DISK 

U.V Corrects & repairs bad tracks. 
JOXV262 DUPLICATION & BACKUP 
juper Duperjurbo copy. Sanity copy 
& PCopy. Four new disk copiers. 

A JX V277 FORTRAN-77 vl.3c Com- 
Ipiler, linker & run time support libs. 

5 JX V279 CROSSWORD CREATOR 
j-eates crosswords. UPDATED VERSION. 

| JX V284 MCAD PROGRAM The 
e C.A.D. 

3 (2) C: _ 

1/ Amiga. Encludes all files requirr 

I j JX V301 EYE OF THE BEHOLDER 
I HINT BOOK Inc Introduction, Back 
lground, Maps, Strategy & Solution. 

I JX V323 ANALTICALC SPREAD 
li SHEET (2) The best spread sheet. 

]□ V330 RED SECTOR EXTRAS 
|] DISKS (2) Loads of extra bits for RSI 
H JX V332 AMIGA PUNT PROGRAM 
■Predict which horse will win with this 
■horse prediction program. 

J JX V339 SPECTRUM EMULATOR 

■ DATA DISK 1: Adventure Classics 

■ ox V350 BUSINESS CARD MAKER 
■Design your own Business cards. 


JObject Drawing Program, ie C 

I JXV298 NORTH Cvl.3 (2)0 la 


O V365 RED SECTOR MODULES For 

use with Pro Tracker or RSI Demo maker 

□X V366 600 BUSINESS LETTERS 

Over 600 Standard Business letters 
□X V390 DESK TOP PUBUSHING 
Includes various extra features over 
the old Word processor. Text Editor 
&Graphics editor & many others. 

□X V392 AMICASH BANKIN The 
best bankin program that I have ever 
used on the Amiga. Very easy controls. 
□X V394 CHEMESTETICS v2.06 
Program that draws molecules using 
the calotte model. Excellent effects. 
□X V401 WINDOWBENCH vl.O (2) 
An excellent Workbench 2 replace¬ 
ment for all vl.3 users. 

□X V413 WORK STATION Not just 
another WB clone. It's a collection of 
utilities with the Workbench theme. (2) 

□X V417 SUPERBENCH & EXTRAS 
(2) An excellent re-placement disk 
with more utilities than the original. 

□ V420 CURSOR BASIC COMPILER 
Compile any Amiga Basic program 
□X V423 C: COMMANDS This disk 
is filled with utilities which can be 
used in Startup-sequences 

□X V424 ANTI FUCKER Said to stop 
the flicker in High Res mode during 
some Amiga program oberations. 

□X V431IMPLODER v4.0 Reduces 
file size for storage on hard drives 
our your own disk collections. 

□X V433 ANIMATION STUDIO An 
excellent Animation creator for you to 
make your own little animations 
□x V444 PRINTER DRIVER DISK III 
Now contains instructions on how to 
install them, includes over 90 
□X V445 JRCOMM vl.02 This is the 
latest version of the modem program. 

□X V479 CHESS & CHESS UTILITIES 
A collection of chess related Puzzles. 

□ V484 ADVENTURE SOLUTIONS 
(2) Solutions for various games. 

□X V489 AMIBASE PROFESSIONAL 
v2.0 Latest version of the excellent 
Database progam. NEW FEATURES 
□X V490 MESSY SID v2.0 Will read 
MS-Dos disks. Transfer any text files 
to & from the PC. So you can do work 
on an IBM or an Amiga & swap text. 
□X V493 DESKBENCH (3) This is an 
excellent Workbench replacement 

□ V498 THIEF SOUND RIPPER v3.0 
Finds all most all tracker modules 

□X V499 STAR CHART vl.2 This is 
an excellent star plotting program 
with some interesting features. 

□X V515 A64 PACKAGE v2.0 DEMO| 
(2) PD version of the 64 Emulator Actually 
runs faster that 64. Runs 64 basic. 

□X THE COMPLETE A64 PACKAGE 
v2.0 With interface & Full Comerical 
software. Transfers disks from your 
original 64 disk drive. Now in stock 
for £44.99 This is a Full regersted 
version of the Shareware program. 
□X V521 PLOTTING & GRAPHICS 
PLOTXY, A powerful full featured 
plotting prog. PLANS A computer 
aided drafting prog. Requires ARP 
□X V522 ARP Vl.3 : Conman vl.3c 
Makes many im-provements to Dos. 
Includes full developers guide. 

□X V523 DICE C COMPILER (2) 
Matthew Dillons full featured power¬ 
ful C compiler & environment system. 
□X V536 CATALOGUE UTIUTIES A 
collection of utilities used to Catalog 
disk/ Video & Tape collections (2) 

□X V549 ELECTROCAD vl.4 Another | 
Updated on the cad electronics 
drawing preview written in Amos. 

□ V554 R.S.I. MUSIC MODULES (2) 
Another selection of music from RSI. 

□ V556 RED SECTOR HELP DISK 
HelpS you use the RSI Demo Creator. 

□ V560 DUPLICATION & BACKUP 
II A collection of copiers like Amiga 
Copy, Coder copy, Pcopy, Rattlecopy. 

□ V567 PRINTER DRIVER GENERATOR 
A selection of utilities with various 
excellent Printer Driver Generators. 

□X V569 DUNGEON AAASTER 
MAPPER A little tool that creates 
maps of dungeons, lands which can 
be used by a DM for use in AD&D.) 

□X V570 DIRWORK vl.51. File copier| 
simulal to diskmaster & Sid but 
contains more commands to hand. 
□X V571 WHOM II V2.02 (2) The 

Dr.Who database program. Gives all 
info on Dr.Who progams. 

□X V573 FILE & HD MANAGEMENT 
(2): HDCUCK v2.0, A program 
selector to make Hard disk Menus. 
Starts with gadgets. FILE MINDER, 

Utility for maintaining files & Directories. 
DOSCONTROL, Tool that combines the 
functionality of many separate tools. 

□X V575 HOME BUSINESS PACK 
Excellent selection of utilities based on 
processing. Data Manag-ement, 
Spread Sheets, Accounts & Printing. ( 6 )- 
□X V582 DB A Database with upto 50 
fields, max of about 1.2 million records. 

□X V583 ICONEDITOR III v2.0. Can 
create Icons upto 640x200 pixels, 
icons, Edit & Create any Amiga icon. 

□X V587 GEUGNITE FONTS (2) A 
selection of fonts for use with any 
DTP Package or Dpaint disks. 

□ V604 PD COPY v3.0 New disk 
copy with some extra commands & 
quick copy modes buit in. (1Mb) 

□X V605 PRO CALC vl.O Offers the C 
or Machine code programmer a 68000 
or FFP calculator when is use. (1Mb) 

□ V606 SAMPLE MAKER vl.O This 
works specially for those who are not 
able to make samples with a sampler. 

□ V607 PRO TRACKER v2.2 Written 


by Lars Zap Hamre. Another update 

to the Ultimate sound making program. 
□X V610 GOLF SCORES vl.84 It will 
record each round you play. Store it, 
make up an eclectic score NEW! You 
can also show graphs of scores & 
performance against par. 

□ V611 FOOTBALL LEAGUE EDITOR 
vl.O Want to update your teams 
league position as the results come in. 
□X V620 ASPICE v3.2 Circuit Analysis 
A full featured program for electric circuit 
□X V621 EDWORD v2.2 is a fully 
featured & operational Word 
processor which offers all standard 
features & More like Powerful ones. 

□ V624 NIB COPIER v2.0 Will copy 
in AmigaDos, Index Nibble modes, 
search mode & special parameter copy. 
□X V625 NCOMM v2.0 Contains, 
LHArc v2.0, LHArca vl.02. Zoom v5.40, 
DMS vl.03, LHA vl.11, LHASFX vl.11. 

□X V627 DPAINT FONTS No's 1-3 
(3) The latest selection Fonts for use 
with any IFF DTP Program. 

□ V635 IBeM EMULATOR vl.05 Is 
a CGA Colour IBM-PC Emulator written to 
run on any Amiga. Shareware 

□X V639 RADBENCH PLUS v2.0 
Not just an update but a completly 
new set of utilities & Replacement. 
□X V640 PAGESTREAM FONT 
PACK 1-2 A selection of fonts for use 
with Pagestream DTP Package (10) 
□X V645 UEDIT v3.00a Word 
Processor with learn modes. Online 
Help, A teach Mode, Split windows, copy 
& paste, undo & all standard features. 
□X V646 SID v2.0 FILE MANAGER 
Sid can be used for various operations. 
The best is probably the file copier. 

□X V647 WORKBENCH HACKS A 
selection of Hacks that have been 
reviewed in CU Amiga. 

□ V648TITANICS CRUNCHER vl.O 
Cruncher with help & various protect 
modes includes speed changes. 

□X V649 WP & SPELL CHECKING A 
Collection of utilities to help with your 
word processing needs. Spellcheckers 
□X V650 CHECKBOOK ACCOUNT 
Will manage your bank account with easy. 

□X V657 PC TASK vl.04 is a 
software IBM-PC Emulator. Allows you to 
run the majority of IBM software with no 
additional hardware. CGA Colour. 

□X V659 COMPUTER DIAGNOSTICS 
v9.1 Is there a problem with your 
computer! Then what is it. 

□X V660 HOME MANAGER This is 
a great all in one address book with 
an inventory database & To-do list 
□X V661 MODELLING : VERTEX 
Allows you to create 3d objects 
without using the X, Y & Z views. 
Loads Sculpt 3d/4d & Turbo Silver. 

□ V662 DCOPY v3.0 PRO You can 
select the speed of the disk drive. 
Copy modes, Dos, Nibcopy, Ver & 
safecopy. Loads of other features. 

□X V666 MODELLING OBJECTS 
Contains over 20 vector objects in 
Image format. Perfect with Disk V661 
□X V667 STAR TREK OBJECTS 
Contains the USS Reliant, NCC1701D. 
Image format. Perfect with Disk V661 
□X V668 PRODUCTIVITY / BUSINESS 

alysis program. SUBSTORE Log 
Magazines with search scans. 

□X V669 CELLULAR AUTOMA This 
electronic model will allow you to 
simulate cellular circuits. 

□X V670 ANDROIDS FONTS 1-7 Self 
installing font disks for use with DPaint 
programs (2 Drives Rec, 7 Disks). 

□X V678 DRAW MAP v4.0 (2) Will 
now generate any 16 colour palette with 
user control, New features include larger 
maps with national boundaries, improv¬ 
ed help & printing. 2Mb.Other versions 
(1Mb QX V263) (1.2Mb QX V526 (2)1. 

□ V680 DISK OPTIMIZER vl.O Re- 
Creates Disks for faster Loading. 

□X V681 GAME TAMER v2.2 Get a 
hold of that extra hard game & 

Cheat with Game Tamer v2.2. 

□X V682 DEKSID v2.05 Hexa & 

Ascii Editor for use with your Amiga. 
Full Program but still Shareware $15 

□ V683 SUPER LOCK vl.01 Seal 
your disks / Hard drives for your 
eye's only. Protects with a Password. 
□X V684 FONT FARM A collection 
of utilities based around the subject 
fonts. Character Editor vl*0. Font 
master vl.O, ShowFont v3.3. Set Font 
□X V685 ASTRO PRO ASTROLOGY 
The best Astrology program on the 
Amiga by far. See Amiga Shopper 
□X V686 MULTIDOS vl.12 This is 
another must for people with PC disks. 
After this program has been installed 
your Amiga drives can read IBM Disks. 
□X V688 /MAGNETIC PAGES vl.30 
This Shareware program will create 
disk based magazines with graphics. 
□© V690 WB V2.04 UTILITES (2) 

This set contains the programs that 
should have been with WB 2.04+. 
They take full advantage of the many 
NEW capabilities that are available. 
□X V692 RACE RATER vl.6 An 
excellent program for people who 
want information about horse races. 
□X V696 POST vl.7 An excellent 
PostScript inter-preter for the Amiga 
which implements the Adobe lang¬ 
uage. Requires v39+ & ConMan vl.3 
□X V698 AGRAPH v2.0 Brings the 
world a cheap draw Bar, Line, Area & Pie 
chart production/ presentation program. 
□X V700 PERM CHECK (PLUS): Is 
designed to take the chore out of 
checking plans for winning lines. 


□X V701 STRATA vl.O Is a landscape 

generating program. It allows printing 
of them from any angle, from any 
position, & with any magnification. 

□X V702 EASY RAMOS FOR EASY 
AMOS This is the first update for Easy 
Amos user's. Requires Easy A 
□X V703 AMOS UPDATER DISK 
vl.34 This update is a major update 
to the software. For example, you 
can now directly update a version of 
AMOS installed on a hard-disc. 

□X V704 AMOS COMPILER vl.34 
Conatains the second Public Domain 
AMOS Compiler Update. 

□X V705 MED v3.21 Excellent update 
to the famous music program Med. 

□X V707 SCALEABLE CUP ART This 
is completely new scaleable Clip pic¬ 
tures for Pro Draw (NOW 1 DISK) 

□X V710 AREXX TUTORIAL Includes 
several sample Arexx scripts & 
sample progs. ARexx comes free on 
all WB V2.04+ Workbench Disks. 

□X V711 UNIX Contains a working 
demo of Minix, A Unix workalike. 
Minix is system call campatable. 

□X V712 PROTEUS BBS An excellent 
program for modem & Hard Drive 
used to start thier own BBS 
□©V713 COMUGRAPHIC FONTS 
Contains 2 clipart style fonts & 4 actual 
typefaces for use with WB 2.04+ & 
desktop publishing &/or video projects. 
□X V714 24-BIT Contains Rend24 
which allows you to proof toaster 
generated 24-bit anims. 

□X V715 THE COMPLETE BIBLE With 
the entire text of the New Testament 
& Torah (Old Testament). 1Mb (3) 

□X V718 SPECTRUM EMULATOR 
vl.4 Which is NOW!! 3 times faster. 
Requires a spectrum computer once. 
□X V719 FREECOPY vl.8 Removes 
protected games copy protection so 
that the user can install them on HD. 
□X V720 DISKPRINT v3.51 A label 
database which printers & stoes disk 
labels, combined database & print utility 
for disks. Works fine with every printer. 

□ V723 BOOT INTRO CONSTRUCT¬ 
ION SET A collection of utilities to 
create excellent Boot intros. 

□X V724 PRINTER DRIVERS v4 This 
is an updated Drivers disk: Canon 
LPB, Canon Bubble jet's & Star 9 pin. 
□X V725 THE SUPER KILLERS v2.6: 
BOOT X v4.50. This is the best virus 
killer disk to date kills over 262 virus 
& may be more. Includes excellent 
killers. Including VC v6.06. Zero 
virus III vl.21 & VT v2.41. 

□ V726 COPPER EDITOR v2.0 
Enable you to create those nice colour 
lists found in games like Turrican II 
□X V727 THE ART OF MED 2 A 
another excellent select of Med tunes. 

□X V728 MOBED II This is a 
movable object Sprite Editor 

□X V729 EDIT KEYS An excellent 
keyboard editing program. 

□X V730 ICON MANIA An excellent 
selection of Icon clip Art for your WB Disk. 
□X V731 AMOSBROT vl.la This 
update has even more fractal types 
which include Logistic Equation, Coast 
lines & trees see As for reviews 
□@ V732 WORKBENCH v2.04+ 
UTILITIES 3 DCopy, Boot menu 
writer, F-Pic, Scenery, Huge, QED. 

□X V733 SOFTWARE LISTER vl.6 
This program is designed to keep a 
track of your Software collection. 

□X V734 THE MAIN EVENT v2.0 
This autoschedular will execute 
programs / script files at any given date. 
□X V735 MEMORY /MANAGER vl.l 
Select any amount of Chip / fast ram 
□X V736 THE DESK TOP HARPSI¬ 
CHORD Instrument simulator Program 
□X V740 POWERBENCH vl.2 The 
WorkBench disks with more Power. 
This 2 disk set has been cruched & 
Opimized for maxium storage. (2) 

□X V742 ONUNE vl.4 Program will 
allow you to find cheats within games. 
□© V743 TERM v2.0 This is the best 
modem program on the Amiga, 
recommended if you have Work- 
Bench v2.04+ & a modem. (2) 

□X V745 THE PROFESSIONAL C 
/MANUAL v3.0 This is the largest 
collection of documents, examples & 
utilities in C for the Amiga. It consists 
of six manuals, with more than 40 
chapters, 175 fully excutable exam¬ 
ples complete with source codes. Full 
instructions for C □ (12) Uncrunched) 

& only □ (5) crunched Disks F691-F695 
□X V757 AMIGADEX vl.61 Creates 
/ converts your Amiga into a card 
Database system. Very well done. 

□X V758 TEXTPLUS v4.0e Another 
update of this excellent Word pro¬ 
cessor program now compatible 
with The professional typestting prog 
found in the Fish collection. Crunched 
□X V759 TEXT ENGINE v3.4 Updat¬ 
ed version of the Word processor 
with AZSPELL. Excellent spell checker 
□© V760 BOOTX v5.01 An easy to 
use boot, file and link virus killer. Has lots 
of options to detect & kill Amiga Viruses. 

□ V761 A-GENE v4.18The latest 
version of the popular genealogy data¬ 
base program. By Mike Simpson 

□X V762 BBASE v5.5 Simple data¬ 
base will extra features like fast 
searches, mailing label support, and 
best of all it's easy to use. Max 9 Fields 
□X V763 GRAPHIC PRODUCTION 
Utilities Collection which contains 
Scenery vl.O, Landscape, Landbuild 
v3.2. Cloud 9, Genesis demo. 

□X V764 AMPP vO.9 An excellent 
painting package like Dpaint. Amos 
□X V765 MEGACOLOUR vl.O A 
program which transforms a B/w screen 
into a full colour screen (320*256,64) 

□X V769 WORD POWER Is an 
excellent spell checker / Database 
□X V770 ACCOUNT MASTER vl.02 
Excellent Amos written Account program 
□X V771 RAINBOWIEN PRO v3.11 


Produces coloured Rainbow patterns 

□© V773 WB V2.04 WINDOWBENCH 
v2.0 Excellent Workbench replace¬ 
ment for all WB v2.04+ Rom Users (2) 
□X V777 VOICE CU The idea is to 
control the CLI/Shell with your voice 
□X V778 RAYSHADE v4.0 Complex 
Ray tracing package.2Mb (3) 

□X V782 FORMS Create, Edit, Draw 
Colour & print your own forms 
□X V783 PROGRAMMING TOOLBOX 
Many programs to help in your develop¬ 
ment efforts (most C but some in basic). 
□X V784 ARexx Two disks which (2) 
contain Arexx programs & examples 
□X V786 PASCAL This disk contains 
everything needed to program in Pascal. 
Includes a68k 68000 assembler & more. 
□X V787 PROGRAMMER TOOLS 
GadTools to design your user interface to 
our own programs using all of Amiga 
JOS 2.0+s new features. Also RegTools. 
□X V788 REUGION Contains 
scripure_Mem aids for memorizing 
verses & passages Pauls Journey. 
□X V790 ANIMATION UTLS Includes 
CyroUtils for splitting, combining, and 
creating animations from IFF picture files. 
□X V791 DIRECTORY ULTS Includes the 
most powerful and highly recommended 
programs which are designed to make 
CLI & Shell tasks virtually obsolete. 

□X V794 GRINDER A complete graphic 
conversion package that supports GIF, 
JPeg, Atari St (Neochrome & Degas), PCX, 
Targa, TIFF, Ham-E and IFF Format pics. 
□X V795 ABC ADVENTURE CREATOR 
You can create your very own adventures 
within Amos. Ptrogram by Chris Beeson. 
□X V796 ADDRESS & BOOKBASE Two 
database programs for recording your 
Address & Books. Specially designed 
□X V797 EASY AMOS PROGS 1-2 
two disks which contain source code 
for use with Easy Amos. 

□X V799 ADVENCED UTILs SerNet & 
ParNet, Connect 2 Amiga & share resour¬ 
ces via the serial / Parallel ports. Mymenu 
Puts menus on your Workbench screen. 


Featured Disk 
□X 2617 Golden Oldies 2 : Croak, 

Excellent 1 or 2 playerversion of Frogaer. 
MouthMan, version of packMan. Bi- 
Planes, This is the most additive games 
we have played here 2 player only. Trail- 
Blazer, CMB 64 Classic. Squampie. 
Scambte the shoot em across. 

□ 1073 TETRIS ORIGINALThis is the 
closest game to the original tetris 
□X 1420 DTRIS Best 2 Player Tetris 
□X 1486 SOUTAIRE & SOLITAIRE ROYAL 
□X 1561 TRITWIS Contains 1 player, 

2 player & 3 Payer game options. 

□X 1735 ASTERIODS 'THE ORIGINAL' 
Another old classic. Original classic 

□ 1747 LLAMATRON GAME 2001 
By Jeff Minter Briliant stuff & An 
excellent production. Shoot to kill 
□X 1749 SCRAMBLE 'The Original' 
Remember that old classic game 
□X 1870 PATIENCE'S This is the best 
version to date. DOMINOS, Play vs 
the computer or another player. 

□X 1977 POM POM GUNNER Shoot 
down the incoming world wor II air 
planes in this Operation Wolf game 

□ 2018 JETMAN Another Spectrum 
classic converted to the amiga. It's 
JetPak with all the original sounds. 

□X 2022 SEA LANCE The first Silent 
Service type sub war game on PD 
□X 2054 ATIC ATAC A rendition of 
the game from the original Spectrum 
computer. Graphic Maze adventure 
□X 2162 BATTLE OF BRITIAN WAR 
GAME 2 Strategy war games which 
both need loading through Wb. 

□X 2164 DUNGEON ON NADROJ 
This is the best Dungeons & Dragons 
Public domain type game. Load Wb 

□ 2173 CARD GAMES, Various card 
games titled Cribbage, Blue Moon, 
<ing. Patience & Hearts. 

□X 2178 SURVIVOR A space base 
adveture game within the Aliens 
theme. Nice colourfull graphics 
□X 2199 PARACHUTE JOUST You 
are falling down to earth. & must take the 
Parachute from the other player. 

□X 2220 STRATEGIC GAMES Eternal 
Rome, Lords of Hosts, In Moonshine. 
An Excellent collection.of games. 

JX 2221 MIND GAMES 21 of the 


best Mind games to challenge your 

mind not your shooting skills. 

□ 2224 SWORD OF THE WAR 
LOCK A Bards tales / Eye of the Behold¬ 
er adventure game packed on three 
disks.This is Shareware (3) 1Mb (2 Drives) 
□X 2272 BLACK JACK LAB Play 
Pontoon upto 7 Players. The computer 
plays banker. All popular versions. 

□X 2278 CARD SHARP A very 
professionally presented selection of 
solitaire type card games. Excellent. 
□X 2279 SUB ATTACK vl.O Control 
the torpedoes & sink the enemy 
ships as they sail past. LANDMINE. 
□X 2280 DIPLOMACY Classic 
strategy game loosely based on 
World War 1. 2Mb for computer player 
□X 2313 REVENGE OF THE MUTANT 
CAMELS By Jeff Minter The ride of a 
life time with mutant camels 
□X 2396 PETERS QUEST This is truly 
an excellent platform game. 

□X 2411 TOTAL WAR The board 
lame RISK as reviewed in Amiga 
: ormat. An excellent production. 

□X 2432 GOLDEN OLDIES Galaga, 
Galaxians, Space invaders, Aster- 
iods. Batty & Missle Command. 

□X 2447 AMOS COINDROP FRUIT 
MACHINE Excellent simulator with 
various gamble modes. Great fun... 

□ 2448 CRAZY SUE This is another 
first rate platform game. You control 
a cute little school girl. 

2450 SMASH TV - THE RIP OFF 
Simular to the original arcade machine. 
With neat grapgics & sound 
□X 2480 AMOS FRUIT MACHINE II 
As near as possible to the fruit 
machine found in Pubs & Arcades. 
□X 2482 DESCENDER Is a clone of 
the classic arcade game Tempest 
complete with vectorized graphics. 
□X 2483 INTRUDER is a Multi level 
Berserk clone which features smooth 
gameplay, great graphics & sound. 
□X 2484 CATACOMB vl.7 A graphical 
adventure game set on a small island in 
the middle of the land of EXOUSIA. 

□X 2485 IRON CLADS (1Mb) Update to 
the excellent Strategic War Game (2) 
□X 2487 CLASH OF THE EMPIRES 
Another excellent Strategical War 
Game By T.A.Sear from shoebury (2) 
□X 2489 COLOSSAL CAVE vl.O Is 
virtually identical to the original classic. 
□X 2490 RUMMY Graphical card Game 
□X 2491 LEGEND OF LOTHIAN 
vl.02 is an adventure game in the 
vein of the Ultima game series. 

□X 2494 HUNCHBACK This is a 
conversion of the old classic game. 
□X 2498 AMOS CRICKET Excellent 
arcade cricket simulator with graphics. 
□X 2535 SUPER PACK MAN 92 This is 
the best Pack man to date with super 
smooth scrolling & excellent graphics. 

□ 2550 E-TYPE Asteriods space 
adventure where you jet around 
collecting new weapons. 

□X 2613 DUAL A 2 player game where 
you control armoured tanks & rockets. 

□X 2614 TETREN is a 1 or 2 player 
Tetris game written in Amos. 2 
player game is Head to Head 
□X 2615 WAR Is a space strategy 
war game, in which you control a 
fleet of space craft. Space War game 
□X 2616 RUSHHOUR is a game in 
which you control a character who's 
needs to cross the road. Like Frogger 
but with more features, kick cans 
□X 2620 Dr MARIO A Strange Tetris 
like game where you move coloured 
pills down the screen. 3 in a row go's 
□X 2621 ETERNAL ROME Start the 
roman Empire from 32BC. Build fleets, 
armies & send them into battle. 

□X 2622 CLASSIC GAMES 3: 

Donkey Kong An excellent platform 
game in which you must rescue the 
girl. Frantic Freddie & Mad Bomber 
□X 2674INTERPID In the Artie ice you 
control a tank on a mission to rescue 
hostages in this superb Amiga origional 

2675 ADDAMS FAMILY QUIZ They 
're creepy & spooky and now they're in 
your Amiga! Classic digitized graphics & 
sounds make this real crowd pleaser. 

□X 2676 AMI MORIA v5.4 Loads of 
new features like better graphics, larger 
dun-gons, On screen updates, overview 
of the dungon's map & Loads more. 


□X AT23 FLEET MANEUVER Next generation (2) 
NCC-1940 Fly over & by □ 2501 STAR TREK 
animation, excellent classic Game / Jimbo Barber. 


□X AT33 THE PROBE II 
Animation. BRID OF PREY 

Anim from Star Trek. 

□X AT34 LEAVING SPACE US Inport 1Mb & (3) 
OFFICE, DOCKING, Anim QX V367 STAR TREK 

from star trek. ATTACK 
MODE, Bird of Prey Scout 
hip in attack mode. 


American version 1Mb (2) 

□X 2503 STAR TREK 

Game by Eric Gustafson 


INFO A Database of all 
the original series. 


ERIC SCHWARTZ [1Mb Min) 


□X 981 STEALTHY MANEUVRE II * 

□X 1085 F-16 SWISS FLYING * 

□X 1609 NAVY AGRESSOR, SOVIET SOFT 
LANING, STEALTH BOMBER * 

□X 1700 ANTI- LEMMINS (2) 2Mb 
□X 1703 DATING GAME (2) 3Mb 
□X 1842 SHUTTLE COCK * 

□X 1850 LATE NIGHT / TERMINAL* 

□X 2013 AGILUTY* 

□X 2021 VIETNAM CONFUCT * 

□X 2133 GULF WAR CONFUCT 2Mb 
□X 2307 AMY AT THE MOVIES II (4) 

□X 2311 AMY vs WALKER II (2) 3Mb 
□X 2384 AMY AT THE BEACH (2) 3Mb 
□X 2427 CAMOURFLAGE * 

□X 2430 POGO II 2Mb OX 2474 AMYHIST 
OX 2475 BATMAN & VTOL CONTEST * 

QX 2476 HOW TO RUN QX 2477 AMYWALKS 
OX 2478 UNSPORTING Starring the A10 Thunder 
bolt aircraft better known as the WarHog. 2Mb 
OX 2499 ERIC SCHWARTZ TOR * 

QX 2500 THE SKY DRIVE * 

QX CAl (5) Sports, Flags, Animals, cartoons. 
Humorous, Xmas, Jewish, borders, Halloween, 
valentines, eyes, alphabets, hands,zodiac,cars. 
QX CA2 (5) Men, woman,illuminated A to Z, arrows, 
stars,explosions, humorous, cartoons, pointing hands. 
QX CA3 (5) Fruit, Herbs, Meat, Arrows, Special Ocassions, 
Vegetables, Kitchenlltencils,Cups,Glass,Art Deco, Breakfasts. 
QX CA4 (5) Art Deco, babies, boys, girls, lots of 
Humourous, illuminated A to Z, scrolls, special occasions 
QX CA5 (5) Christmas Pack over a & 20th century 
from father Christmas to borders to trees & borders. 
QX CA6 (5) Mythological Monsters an excellent pack 
of creatures from all over the world: Japan, Europe, 
India, North America, S.America ed. 

QX CA7 (3) Pictures of the most popular flowers, plus 
arrangemts.silohuettes,flowers in vases, typesetting borders. 
QX V689 WALT DISNEY CUP ART 
QX V497 BEATRIX POTTER CUP ART 


DEJA VU SOFTWARE £4.99 


QX LP35 T-TECDRAW The best Drawing 
program with it's field, recommend By PD-Soft 
QX LP42 X-STITCH Create / Design patterns for 
use with knitting. Another program Rec' By PD-Soft 
QX LP44 FORMULA ONE The best Formula one 
managment game on the Amiga. BEST SELLING 
QX LP47 DIRTY CASH vl.06 Has been hailed as 
the best fruit Machine Simulator availible. 

QX LP71 AMOS BATTLE CARS Joystick controll¬ 
ed racing game for one or two player. 

QX LP77 POWERBASE v2.1 The Latest version of 1 
this excellent powerful! Database program 
QX LP89 SKYBASE 22 Arcade/strateay game in 
which you must take all eight sectors ofSkybase 22 I 
QX LP98 POWERTEXT This is a very good Word 
Processor. The best feature is a buit in spell 
checker, disk contains full instructions. 

QX LP100 SPRITE EDITOR II Enables you to design I 
sprites and icon images in a friendly & easy way. 

QX LP101 MORSE COSE TUTOR If you want to 
learn Morse code this program is a must. 

QX LP104 MONEY MONITOR A home accounts j 
utility that can keep track of upto 3 separate 
bank accounts. Easy to use. Full Instructions. 

QX LP106 ORGANISER! Set out like a filofax with | 
five sections Calendar, diary, Names & address, 
Note book & prefs. Contains full Instructions. 


TOP DEMO DISKS 


Q 1 X 2623 TIME ZONE / TRSI (2) (New) 

Q 2 X 2629 CRITICAL MASS / PARALLAY (2) (New) 
2625 DEJA VU / ANARCHY* (New) 

X 2633 XPOSE / THE SILENTS (2) (New) 

Q 5 X 2627 KAROKE (GOSPEL)/ COMPLEX (New) 
~ ' 2631 REFLECT / SOUND VISION (New) 

Q 7 X 2611 RAVE VISION / INTENSE 
X 2524 MELON / HUMAN TARGET 
Q 9 X 2590 SWEET REVENGE * 

2632 TECHNO CONSPIRACY/MAJIC12 *{2) 
ail X 2250 ODYSSEY BY ALCATRAZ* (5) 1Mb 
Q 12 X 2628 GET FROGGED / DECAY * (New) 

~ ' ~ 2635 POINT BLANK / ANDROMEDA (New) 

2638 DELIRIUM / COMPLEX (New) 

2602 TECHNO TOWER / PARADISE 
Q 16 X 2626 HARDCORE / ANARCHY (New) 

Q 17 X 2636 LSD GRAPEVINE 11 (2) £3.00 (New) 
~ ' “ 2508 JOYRIDE BY PHENOMENA 

2560 DOS BY ANDROMEDA 
Q 20 X 2639 OPTIMUS MAXIMUS / PARADISE (2) (NEW) 
Q 21 X 2641 ONE DAY IN SOL-SYSTEM 11/ ANALOG (NEW) 
b 22X2413 DEVII5 COLOURS MEGA DEMO 


Q 13 
Q 14 
Q 15 


. . ...— . i n. . .. . mamHm ■ 

JEEJEtEEnSSMBI hotline is open six days a week from 9am to 7pm (Week days) & 

ORDERING BY POST: When ordering disks please tickthe boxes from 10am - 4pm Phone Lines (Saturdays). You can now collect 
to the left of the disk numbers (Any coloured pen, Hi-Lighter or any disks at our New office address 6-8 DURHAM ROAD, 
just just outline the disks). After selecting the disks/software that SOUTHEND-ON-SEA, SSI 2YD. 

you require. Please fill in your Name 8< Address on the order EUROPEAN ORDERS - NO POSTAGE CHARGE When ordering 
form provided. Cut out or Photocopy this advert. Hand written from within Europe remember that there is a min order of 5 disks, 
orders are acepted. & Post to the addess Above. Cheques & All orders sent by AIRMAIL Free. 

Postal orders should be made payable to: PD-SOFT. If you have INTERNATION ORDERS All orders are sent by Air Mail. Please 
ordered before please tick the account Number box. add 20% (Min £2.00). to the total of the order, towards the 

TELEPHONE ORDERS & COLLECTING DISKS The Telephone postage. Cheques must be drawn on a U.K. bank. 



CREDIT CARD NUMBER (MASTERCARD or VISA) EXPIRY DATE TOTAL PD p R)CE 
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A500 PLUS 


THE MOUSE PAD £3.49 

Q A500 Q A600 DUST COVER £4.49 


cne „ 1A1 - HHaaijiltiaHM ll-20.Disks £2.00~| _ _ _ __ _ 

notice( xi- 1 . Disks£3 - 00 21-50.. Disks £1.75 1 mhskcraning,kit £349 

itSJ uLrXli 2-5 Dickc co 75 __ DISK LABELS Single / Min 50.£0.03p 

v^ R J£.c N 7 51-100 Dlsks £1 - 50 I ROLL OF 1000 DISK LABELS 3.5 £11.99 

YOUR PLUS 6-10 ...Disks £2.50 101+.... Disks £1.25 DISK BOX (40) 3.5 INCH.£5.49 

-- 1 DISK BOX (80) 3.5 INCH.£8.99 


COMPLETE The Complete Fred Fish has been professional 
FRED FISH printed, bound & Includes a sorted index of all 
the disks. It now stands at over 150+ Pages. It also comes 
with free update pages as the new disks are released. 
FRED FISH is a collection of Amiga Games, Utilities & Much 

More. Each disk is totaly packed with programs i-1 

All Fred Fish disks come with full instructions. £4.99 1 


CATALOGUE Tired of boring catalogue disks? Get the unique, easy 

DISKS to use Database Disks. They contains details of over 
5,500 disks & are all available directly from stock. A 1Mb 
multitude of options including Search & Print. Contains details I 
on Fred Fish, TBAG, Amos, FAUG, SMAUG, Scope, Agatron, > 
APDC, Panorama, Amicus, Slip disk, Joe Larson, 
- --- Y5<5ft & —. 


TCUG, NZAUG, TOPIK, POLLYS 


S< DEJA VU. 


1 2Mb+ 
£1.50 Q 


Any other disks or Budget Software 


TOTAL PRICE £ 


THE KEY (LP)....Deja Vu Disk Costs £4.99 (??).This Title has ?? disks. (*).This title requires 1Mb Amount of memory (X) .This disk / Title works on WB v2.04+ (©).This disk will only work on WB v2.04+ machines SEE PD-SOFT AT THE FUTURE ENTERTAINMENT SHOW IN NOVEMBER 1992 
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SOCCER 

SUPREMO 


AN INTERNATIONAL MANAGEMENT GAME 

Yet another England manager has learnt the hard way that controlling an inter¬ 
national squad is a very different 

ballgame to club management. Every match is a cup-tie and every team -selec¬ 
tion and result is picked apart by a 
voracious press. The pressure to succeed is incredible. 

Soccer Supremo puts you in charge of a European national squad preparing 
for the European Nations Cup qualifiers. You have an initial four year contract 
that may be extended to six or eight years, or reduced to two, as the results dic¬ 
tate. You'll be expected to qualify for the Finals, then put up a show against the 
best European teams, but this is just preparation for the big one:The World 
Cup! 

Customisation. The game will allow you to take the European nation of your 
choice and you will be allocated an initial squad of 16 players. You can intro¬ 
duce a further 34 players, making 50 in all, whose names and skills ( but not 
levels) You can define yourself. These players are introduced gradually as you 
discover the weaknesses in your squad and also to create the balance of skills 
that match your style of play. The original 16 players can be defined in the 
same way using the EDIT program ( free with the game ) if you wish as well as 
the teams that will make up the opposition. 


m 22 MAN MATCH DISPLAY 

Continuous display of: 

OU'LL/ATT/MID/DEF POSSESSION OF STATS. IND 
PLAYER ACTIVITY STATS. 

PLAYER FATIGUE /FITNESS STATS. STATE-OF-THE- 
GAME INFORMATION 
PLAYER-WITH-THE-BALL INFORMATION 

TN MATCH TACTICAL MOVES 

SUBSTITUTIONS 
POSITIONAL CHANGES 
OVERALL WORKRATE 
IND. PLAYER WORKRATE 


Hcadcoach V3 has been described as "the best game ever put 

"From my point of view, the game has kept me sitting tip at sights f ........... _ _,__ 

through holidays and weekends for up to 12 hours at a stretch, with 56 Screens ot state are available tone p you to juage. p . 

miniscule breaks for food and other necessities.-It is a game 1 have no t urn team perrerman ces, ^ ^ _ £ 

' 






POSTAL SALES 

The Midnight Oil 
Dept THO 
18, Hazelmere Road, 
Stevenage SG2 8RX 
2/3 days delivery 

Please supply: 

HC DIV1 SS 

AMIGA □ □ □ 

£19.95 £19.95 £19.95 

Compatible with ALL Amigas including 
the A500Plus and A600 
SS and DIV 1 require colour 
monitor/TV. 


GAMES 



ST/Amiga 

ARSENAL FC. 

.16.99 

AWARD WINNERS. 

.17.99 

ADDAMS FAMILY. 

.16.99 

ABANDONDED PLACES. 

.18.99 

AIR BUS. 

.24.99 

AIR DUEL. 

.23.99 

AIR SUPPORT. 

.17.99 

AIR WARRIOR. 

.24.49 

AGONY. 

.17.49 

ALIEN STORM. 

.17.49 

AP1DYA. 

.16.99 

ASSAULT ON ALCATRAZ. 

.17.49 

Bl 7 FLYING FORTRESS (1M). 

.22.99 

BACK TO THE FUTURE III. 

.17.49 

BILLY THE KID. 

.17.49 

BIRDS OF PREY. 

.23.99 

BLACK CRYPT. 

.16.99 

BLUES BROTHERS. 

.16.99 

BLUE MAX. 

.19.49 

BONANZA BROTHERS. 

.16.99 

CALIFORNIA GAMES 2. 

.17.49 

CARL LEWIS CHALLENGE;. 

.19.99 

CASTLES. 

.19.99 

CHASE HQ II. 

.17.99 

CHUCK ROCK 2. 

.16.99 

CIVILISATION (1M). 

.24.99 

COVERT ACTION. 

.23.99 

CRAZY CARS 3. 

.17.49 

CYBERCON 111. 

.17.49 

DEMONS GATE. 

.23.99 

DEUTEROS. 

.17.99 



DIZZY COLLECTION. 

.i / .4y 

DISCIPLES OF STEEL. 

.17.49 

D-GENERATION. 

.16.99 

DOJO DAN. 

.16.99 

DOUBLE DRAGON Hi. 

.17.49 

DUNE. 

.22.99 

DUNGEON MASTER. 

.17.99 

DYNABLASTER. 

.22.49 

EASY AMOS. 

.25.99 

EPIC. 

.18.99 

ESPANA GAMES 92. 

.20.99 

EYE OF BEHOLDER 2 (1M) (AO).. 

.24.49 

EUROPEAN FOOTBALL CHAMPIONSHIP 17.99 

FI5 STRIKE EAGLE tl. 

.22.99 

FORMULA ONE GP. 

.23.49 

FIRE & ICE. 

.17.99 


jk 52 Lancaster Avenue, Kirk Sandall, 

Doncaster, South Yorkshire. DN3 1NG 

Telephone Office: 0302 880081 
A \ # T7 ^7 Mobile: 0831 233242 

■ ~mr Im/M BH Opening Hours: Mon - Sun 9am to 9pm 

f JL jBL. -L ▼ JL LfeJP No Personal Callers 

r nmniitpr « n pri» 1 i «t Compilations and many more titles available. 

LOmpilier If not listed below rinn for details!! 


FIRST SAMURl (+ MEGALOMANIA)..20.99 

FINAL FIGHT..17.49 

G-LOC... 16.99 

GAUNTLET 111.16.99 

GRAHAM GOOCH.. 20.99 

G. TAYLORS SOCCER CHALL.17.49 

GOBLINS.16.99 

GODS.17.49 

GUNSHIP 2000.23.99 

GUY SPY.. 26.99 

HARLEQUIN. 16.99 

HEIMDALL.19.99 

HEROQUEST (I'M). 17.99 

HOOK.17.99 

HUMANS. 17.99 

INDIANA ATLANTIS ADV.22.49 

INTERNATIONAL SPORTS CHALLENGE 21.99 

IAN BOTHAM...17.49 

ISHAR. 22.49 

INDY HEAT.. 17.99 

JAGUAR XJ220 0M).17.49 

JAMES POND 2 - ROBOCOD.16.99 

JIMMY WHITE'S SNOOKER.......19.49 

JOHN MADDEN (AO)..17.49 

JOHN BARNES (1M)....,..16.99 

JONES IN THE FAST LANE.23.99 

JACK NICKLAUS (1M).19.99 

KAISER.16.99 

KICK OFF 2 (1M).13.99 

KID GLOVES 11.17.49 

LAZER SQUAD 2. 17.49 

LEANDER.16.99 

LEGEND.17.99 

LE1SURESUIT LARRY 5 (1M) (AO).23.49 

LEMMINGS 11....:.17.99 

LETHAL WEAPON 3.16.99 

LOTUS ESPRIT TURBO 2.17.49 

LOTUS CHALLENGE 3.17.99 

LIVERPOOL....16.99 

LORD OF THE RINGS (AO).19.99 

LIFE & DEATH. 17.49 

LURE OF THE TEMPTRESS.21.49 

Ml TANK PLATOON...20.99 

MAGIC POCKETS.16.99 

MAN UTD EUROPE.16.99 

MANAGER.21.49 

MEGA FORTRESS.20.49 

MEGA SPORTS. 18.99 


MEGA TRAVELLER II.20.49 

MiG 29 SUPER FULCRUM.24.99 

MONKEY ISLAND II.24.49 

MICROPROSE GOLF (1M). 23.49 

MIGHT & MAGIC 111.24.99 

MYTH.17.49 

NIGEL MANSELLS W. CHAMPIONSHIP...22.99 

NO GREATER GLORY..23.99 

NOVA 9.23.99 

OUTRUN EUROPA...16.99 

PACIFIC ISLANDS.18.99 

PGA TOUR PLUS.22.99 

PINBALL DREAMS (AO).16.99 

PARASOL STARS...16.99 

P1TFIGHTER.16.99 

PRINCE OF PERSIA.17.49 

PLAN 9 FROM OUTER SPACE ..21.99 

POPULOUS II (1M).19.99 

PROJECT X.17.99 

PREMIERE (AO).21.99 

PUSHOVER. 16.99 

RAILROAD TYCOON (1M) ..22.99 

RBI 2 BASEBALL (AO).16.99 

REALMS (1M). 20.49 

RED BARON MM).24.49 

RED ZONE.......17.49 

RISE OF THE DRAGON (1M) (AO).24.49 

ROBOCOD....... 16.99 

ROBOCOP III.16.99 

ROOKIES.17.49 

RUGBY WORLD CUP.16.99 

RISKY WOODS..17.49 

SENSIBLE SOCCER....16.49 

SHUTTLE THE SIM.28.99 

SILENT SERVICE !!. 22.99 

SIM ANT...22.99 

SIM EARTH.27.49 

SILLY PUTTY.16.99 

SIMPSONS.16.99 

SPACE CRUSADE.16.99 

SPACE GUN... 16.99 

SPECIAL FORCES (1M)....22.99 

SPEEDBALL II...16.99 

STRIKER.17.99 

SWITCHBLADE II.16.99 

TEAM YANKEE II.21.99 

TITUS THE FOX.17.49 

TEENAGE MUTANT TURTLES 2. 17.99 

TERMINATOR 2. 16.99 


Please make cheques/P.O.s payable to S&A GAMES 

Please write cheque card number on reverse of cheque. Post & Packing 
£1 per item on all (JK orders. Add £2 to EEC orders. Add £3.50 overseas. 
Most orders despatched within seven days. All items subject to availability 
and subject to manufacturers price reviews without notice, e. & o.e. 


THEIR FINEST HOUR...19.49 

TIP OFF.16.99 

THUNDERHAWK AH-73M.2 1.49 

TOK1.16.99 

TV SPORTS BASEBALL.16.99 

TRADERS.19.99: 

ULTIMA 6 ...... 20.49 

UTOPIA... 20.49 

VROOM..■?.16.99 

VIDEO KID.16.99 

WILLY BEAMISH.21.49 

WING COMMANDER.23.99 

WWF WRESTLING.. .16.99 

WIZZK1D.... 17.49 

WORDWORTH V 1.1 ..SPECIAL OFFER 59.99 

WORLD CUP CRICKET (IM).17.49 

ZOOL... 17.49 

BUDGET 

ST/Amiga 

AFTERBURNER.6.99 

ARKANOID II.6.99 

BARBARIAN !1.6.99 

BATMAN THE MOVIE.6.99 

BUBBLE BOBBLE..6.99 

CALIFORNIA GAMES.6.99 

CAPTAIN DYNAMO.6.99 

CARRIER COMMAND.8.99 

CHASE HQ...... 6.99 

C.J. IN THE U.S.A.6.99 

CYBERBALL.6.99 

DOUBLE DRAGON.6.99 

FALCON...12.49 

FANTASY WORLD DIZZY.6.99 
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PAPERBOY. 

R-TYPE.......... 

RAINBOW ISLANDS... 

RUN THE GAUNTLET. 

SCOOBY DOO & SCRAPPY. 

SHINOB1. 

SPEEDBALL. 

SUPER MONACO G.P. 

SWITCHBLADE. 

TURRICAN 2. 

TV SPORTS FOOTBALL. 

WC LEADERBOARD. 

XENON II. 

Z-OUT. 

MANY MORE AVAILABLE!! 

(AO) = AMIGA ONLY 


.6.99 

.7.99 

..6.99 

..7.99 

..7.99 

..6.99 

..7.99 

..6.99 

..6.99 

..6.99 

..6.99 

..6.99 

..6.99 

..6.99 

..6.99 

..6.99 

..7.99 

..8.99 

..6.99 

..6.99 

..7.99 

..6.99 

..7.99 

..7.99 


FIRST DIVISION MANAGER. 

F16 COMBAT PILOT. 

GHOSTBUSTERS II. 

GAUNTLET II. 

HEAD OVER HEELS. 


JAMES POND.......... 

JET SET WILLY (AO).... 

KID GLOVES. 

K.O.2 RETURN. 

K.0.2W. TACTICS.. 

LOTUS ESPRIT. 

MANCHESTER UTD. 

NEW ZEALAND STORY 
OUTRUN. 


Postcode. 

Games 


Tel: 


Model 


FREE membership available 
for a limited time. Hurry and 
apply with your next order! 


.6.99 

.8.99 

.6.99 

.6.99 

.6.99 

.6.99 


Dept. THO 


Postage 
Total enclosed 


























































































































































































































David Upchurch 
enters that dark and 
mysterious realm 
where nothing is 
quite what it seems, 
time runs backwards 
and games are free - 
the PD Zone! 



ACT OF WAR 

Shareware (1Mb). 17 
Bit, disk 2197. 


- I 
-1 
-1 

J J 


I f you # ve ever played the oldy 
Laser Squad or the more recent 
Space Crusade then you'll proba¬ 
bly feel right at home with Act of 
War. It doesn't boast any fancy iso- 
metric-3D graphics like the Gremlin 
game, but the basic theme is the 
same - control a team of crack space 
commando types as they engage in 
all manner of strategy-heavy mis¬ 
sions (well, just three missions, actu¬ 
ally, although more will be sent to 
you if you pay your Shareware fee). 

Having selected a mission, a diffi¬ 
culty setting and the number of play¬ 
ers (one or two can take part), you 
have the option to tool up 'your boys' 
from the variety of futuristic firepow¬ 
er on offer, each carefully designed to 
deal death on the unsuspecting enemy 
in a particularly loud and messy way. 

During play you're presented with a 
number of control icons allowing you 
to move your troops, make them fire 
and so forth, and the results of your 
orders are shown in a large top-down- 
viewed 'action' window. There's an 
overall mission map which is handy for 
coordinating your team's movements, 
with each man's position shown by a 
tiny flashing pixel. 

Act Of War isn't going to be every¬ 
body's cup of tea, but it's nicely done 
and quite enjoyable. If strategy games 
are your bag then you should get your 
money's worth out of this. 




TURBO 

THRUST 

Public Domain 
(512K). 17 Bit, disk 
2200 . 

T hese future sport games all 
have the same sort of plot, 
don't they? You know - war's 
been abolished and to keep the thrill- 
hungry TV viewers happy the author¬ 
ities have invented a super-violent 
sport blah, blah, blah or something. 
And Turbo Thrust is no different. Trou¬ 
ble is, I can't see how this particular 
future sport would get a frail old 
granny's pulse pounding, let alone 
some blood-crazed psychopath's. 

In essence it's a two-player race 
game. Each player controls a space¬ 
ship as it flies through a horizontally¬ 
scrolling tunnel (the screen is split 
down the middle so that each player 
has their own window on the, ahem, 
'action'). The aim is to fly as fast as 
possible and complete a set number 
of laps before the other player. 
Sounds quite jolly, doesn't it? 

But it's not in practice. The big 
problem is that the ships are just a lit¬ 




tle too slow to manoeuvre, especially 
when they're whizzing along at top 
speed, resulting in frequent crashes 
with the landscape. Each crash kills 
the ships' speed (and any sense of 
excitement) dead. Once you've 
learned the course lay-outs things 
improve a bit, but the flow of play is 
still too stop-start for any real 
adrenalin to start flowing. File under 
'A good idea but... 1 


LIBERATOR 

Public Domain 

(512K). 17 Bit, disk 

2199. 

Y es, it's spot the clone time. Lib¬ 
erator is a vertically-scrolling 
shoot-'em-up along the lines of 
SWIV, i.e. fly through a gradual¬ 
ly varying landscape, zapping the 
bad guys. Or, at least, trying to 
zap the bad guys. Your ship 
seems to have been armed with 
the 21 st Century equivalent of a 
air-pellet rifle, because to destroy 
even a single alien takes about 
fifty shots. Forget trying to 
destroy a wave of 'em - you've 
barely got the time to destroy one 
’ before they zip away off-screen. 
And to cap it all off the aliens have a 
nasty habit of not firing off a shot until 
they're right up close and you haven't 
got a hope in Hell of avoiding it. Nasty. 

Now I don't know about you, but my 
idea of action-packed fun is not cow¬ 
ering in the corner of the screen, watch¬ 
ing as the not-very-well drawn scenery 
slowly scrolls by below. And sadly 
this is what playing Liberator boils 
down to. 































































Thanks to all the libraries who sent in stuff. The addresses of 
those companies featured this issue are: 


• FORTISS PD, 

P.O. Box 2, 

Earl Shilton, 
Leicester LE9 8LU. 
Tel: (0455) 850984. 


• 17 BIT SOFTWARE, 

1st Floor Offices, 

2/8 Market Street, 
Wakefield, West Yorkshire 
WF1 1DH. 

Tel: (0924) 366892. 


TEXAS 

CHAINSAW 

MASSACRE 

Shareware (1Mb). 17 
Bit, disk 2192. 

|et this is one film tie-in you 
[never thought you'd see. The 
' player takes on the envious role 
of Leatherface, the classic horror film's 
mask-wearing, electric-chainsaw-wield- 
ing 'hero'. Viewed from a top-down 
perspective (like Gauntlet), the player 
has to guide the leather-clad lovely 
around the scrolling landscape, mess- 
ily chopping up the clean-shaven, all- 
American teenagers who mill aimless¬ 
ly about. There's no 'death' as such - 
you are Leatherface, after all - but the 
game ends if your chainsaw runs out 
of petrol. Fortunately, though, handy 
refills can be found if you look hard 
enough. 

And that's it really. It's good fun, if 
a little slow, and the gory blood-spat¬ 
tered deaths are a right hoot (well, 
they are if you share my deranged 
sense of humour) but it all wears thin 
very quickly. There's no progression in 
the challenge or the setting - you just 
keep wandering around the same 
scenery, endlessly killing similar-look¬ 
ing people. Good for a quick giggle, 
though. 


Who wW survive 
and what 
will ha 
left of 
them? 

THE 


CHHINSHH 


SECTOR ONE 

Public Domain 
(512K). Fortiss PD, 
Assassins 32. 




S ector One is a mutant hybrid of 
Alien Breed and Smash T.V. The 
player guides his space marine 
(who bears a curious resemblance to 
Rambo) up the vertically-scrolling cor¬ 
ridors of an alien-infested space sta¬ 
tion, blasting the gruesome insectoid 
aliens (who have the rather impressive 
ability to spit fireballs) and the scut¬ 
tling facehuggers, while avoiding the 
pools of acid blood and the alien claws 


poking through the broken walkways. 

The game was created using the 
Shoot-'Em-Up Construction Kit and it's 
not bad for a game of its type. How¬ 
ever, like me you'll soon find your 
patience tested by the abysmal colli¬ 
sion detection, whereby shots that are 
a good centimetre away from you on¬ 
screen still kill. This wouldn't be so 
annoying if your marine was a bit nip¬ 
pier on his feet and could dodge in 
time but he isn't. And the situation 
isn't made any better by the fact that 
to scroll the play area you have to walk 
right near the top of the screen, mean¬ 
ing you have even less time to avoid 
the nasties and their attacks. 


ISHID-O-MATIC 

Public Domain (512K). Fortiss 
PD, Assassins 31. 

o prizes for guessing that this is a computerised 
interpretation of the classic boardgame Ishido. It 
plays a bit like Shanghai in reverse, in that instead 
of removing tiles with the aim of clearing the board the 
player has to place tiles on the board with the aim of get¬ 
ting rid of all the tiles. The tiles come in a variety of colours 
and designs and, having randomly selected one, the play¬ 
er may only place it 
next to another 
with the same 
colour and/or the 
same design. This is 
pretty easy at first 
but as the board 
starts filling up 
the potential 
slots for the tile 


you've just drawn get harder and harder to find. 

It's surprisingly addictive (much like Shanghai is) and 
this version has a lot to recommend. The graphics are crisp 
and clear, the player interface (all point-n'-click) is a plea¬ 
sure to use and there's a wealth of options such as one or 
two players, tournament play, music while you work and 
so on. All-in-all, a highly enjoyable experience and a pleas¬ 
ant respite from endless shooting and killing. 


AAIIEEEE! ASSASSINS! 

Yes, indeedy! Yet more games compila¬ 
tions from those Assassins chappies. They 
don't stop, do they? The rundown is as 
follows... 

THE ASSASSINS 
DISK 31 

ISHID-O-MATIC - Reviewed elsewhere. 
CRAZY PIPE - Okay-ish Pipemania rip-off. 
ARAZMAX - Not very playable Asteroids- 
style shoot-'em-up. 

REVOLUTION - On this month's coverdisk! 

THE ASSASSINS 
DISK 32 

This is a collection of three games created 
with the Shoot-'Em-Up Construction Kit, 
namely SECTOR ONE (reviewed else¬ 
where), FIRE FIGHTER (reviewed last issue) 
and BLOB (which is alright, in a SEUCK 
kind of way). 
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UTILITIES 


U004 D-COPY V2.0+ excellent copier 
U005 MESSY SID II + PC Amiga transfer 
U006 AMIGA FOX DTP + make leaflets 
U008 DISK LABEL DESIGNER + good 
U011 OPTI UTILITIES II + lots of utilties 
U012 LABEL BASE V3.0 + database 
U013 TEXTPLUSV3.0E +the best w/p 
U015 DISK SALVAGE + recovers files 
U016 RED DEVILS UTILITIES + great 
U018 NUKEV1.5a+ virus killer 
U019 NEW SUPER KILLERS + get it! 
U020 PRINTER UTILITIES + essential 
U027 WORLD DATA BANK V2.2 +maps 
U028 A64 EMULATOR V2.0 +great 
U030 LABEL MAKER VI.5 + colour labels 
U034/38 PAGESETTER Clip Art (5) + 
U040 AMIBASE PROII + great database 
U041 DOS HELP+ CLI help 
U042 TYPNG TUTOR + improves typing 
U043 PROFESSIONAL D-COPY V3.0 
U044 CASSETE LABELLER+ good 
U045 POOLS PREDICTOR + feel lucky 
U047 FONTS DISK! + more fonts 
U050 AMIGA DISK COPIES essential 
U051 SUPERSPELL+ 9000 words 
U061 RAYSHADE DEMO V4.01M+ 

U064 SUPERDUPER V2.01 + copier 
U071 ICONS+ hundreds of icons 
U073 GELIGNITE FONTS 3+ get it 
U074 MULIT PLAYER+ music player 
U075 PLOTLIB+ function plotter library 
U078 DOS CONTROL+ new version 
U079 ICON EDITOR+ essential editor 
U081 ADOC+ Amiga help utility 
U082 PROTRACKER V2.0 essential 
U083 CARTOON BRUSHES + great 
U086 FREE COPY+V 1.8+copier 
U087 SPELL CHECK+V 1.3+ new 
U088 ZX SPECTRUM EMULATOR+ 

U089 TEXT ENGINE V3.0+simpleW/P 
U091 FISH CAT V1 ..2 WB2 database 
U092 POOLS TOOLS +poolshelp 
U093 BICSV1.10+ boot intro creator 
U095 TEXTRA VI.12+ W/P new version 
U097 DIRWORK V1.51+ new version 
U098 JOURNAL HOME ACCOUNTS+ 
U099 BUSINESS CARD DESIGNER+ 
U100 AMIGA TUTORIAL+ essential 

PRICES 


FREE DISKS ORDER 
5-10 get 1 free 
11+ get 2 free 


U103 ANIMATION STUDIO+ good 
U106 FINDEX+ simple database 
U108 FILEOFAX+ the best organiser 
U114 DISK MAGAZINE CREATOR+ 
U115 EMULATORS COMPILATION 
U117 600 BUSINESS LETTERS+ 

U120 MAGNETIC PAGES V1.3+ 

U122 TALKING COLOURINGBOOK+ 
U128 A-GENE+V4.18 genelogy program 
U138 FORMS REALLY UNLIMITED+ 
U139 PCTASK+ great PC emulator 
U140ARQV166+ animated requester 
U141 VIDEO MUSIC BOX DEMO+ 

U143 CALORIEBASE+calorie counter 
U146 SONIC ARRANGER DEMO+ 

U147 DIRECTORY OPUS DEMO+ 

U149 AMIBACK+hard disk utility 
U150 JCGRAPH DEMO +draw 3Dgraph 
U153 MOSTRA VI.07+ IFF utility 
U154 REORG+ disk optimiser 
U155 SATTRACK +satellite tracking prog 
U156 TERMV2.2 WB2 communication 
U157 ZOOMV5 4+ disk archiver 
U158 LE-NAG WB2 event reminder 
U159 DISK PRINT V3.51+ label printer 
U160 BONAPPETITV1.3 +recipe base 
U161/165 PROFESSIONAL C MANUAL 
U167 PRINTER DRIVERS canon & star 
U168 TYPOGRAPHER + font editor 
U171 BOOTX V5.0 WB2 V4.5 WB1.3 
U172 POWER PLAYER V3.0 
U173 CROSS MAZE Vl.Oa+crossword 
U175 ABACKUP&APRF2+hard disk uti 
U176 BBASEII V5.5+database program 
U177 TKED + text editor. Reads PP file 
U178 TEXTPLUS4.0 WB2 2M required 
U180 IQ TESTER + test your own IQ 
U181/182 TV GRAPHICS (2) 

U184/188 ADOBE TYPE 1 FONTS (5) 

ANIMATION 

A011 JUGGLER+ 

A012 NEWTON CHAIR+ 

A013/18 AGATRON ANIM PACK (6)+ 
A019/20 NEWTEK (2) 

A021/22 SCANNER HORROR (2) 

A025 STAR TREK 

A028 RAIDERS ANIMATION 1M 


POSTAGE 


Dept T01 
14 Ouston Close 
Wardley 
Gateshead 
Tyne & Wear 
NE10 8DZ 
Tel: 091 - 4385021 


DEMOS 

DO 19 KEPRENS IstDEMO+nicedemo 
D020 RAY OF HOPE 2 great megademo 
D021 ALPHA OMEGA+ just brilliant 
D022 VOYAGE+ superb effects 
D023 INDIANAPOLIS 500+ racing demo 
D024/28 ODYSSEY 1M(5)+Excellent 

GAMES 

G003 GAMES COMPILATION 3+ 

G004 GAMES COMPILATION4+ 

G006 21 GAMES + 

G007 3D BREAKOUT+ 

G008 YELP+ 

GO 18 BALLOONACY+ 

G021 HYPERBALL+ 

G022 SQUAMBLE 
G023 DOODY+ 

G027 FRUIT MACHINE+ 

G029 JIGSAW+ 

G030 RING WAR+ 

G031 MATHS AD VENTURE+ 

G033 DIAMONDS+ 

G035 SCUDBUSTER+ 

G038 DIPLOMACY+ 

G039/40 C64 GAMES (2) needs U028 
G043 INTREPID+ 

G044 CATACOMB+ 

G052 MECH FORCE 

G054 2-PLAYER SOCCER LEAGUE+ 

G055 CRAZY SUE 

G056 FORMULA 1 CHALLENGE V3+ 
G068 RESCUE + 

G069 CRYPTOKING+ 

DEJA VU 

DEJA VU LICENCED SOFTWARE IN 
STOCK NOW. CURRENTLY UP TO DISK 
DEJA VU DISKS £3.95. 

FRED FISH 

WE STOCK THE LATEST FISH DISKS IN 
OUR LIBRARY (UPTO 720+).FROM AS 
LITTLE AS 89p A DISK. 

T- BAG 

ALL T-BAG DISKS IN STOCK NOW 

CATALOGUE 

75p Includes games & utilities 


SPECIAL PACKS 


1-5 DISKS.£1.25 

6-10 DISKS.99p 

11+ DISKS.89p 


UK ORDERS 70P 
EUROPE £2.00 

WORLD £4.00 


HOW TO ORDER Please make cheques with bankers 
card number or postal orders payable to "ORION PD” 
All orders despatched 1st class same day. 

+ = A500+/A600 compatible ()= Number of disks 
WB2 = This program is only WB2.04 Compatible. 


BUSINESS PACK 1+ Contains 5 disks 
BUSINESS PACK 2+ A further 5 disks 
DISK UTILITIES PACK 1+ Contains 5 disks 
DISK UTILITIES PACK 2 A further 5 disks 
FONTS PACK 1+ Contains 3 disks 
CLIP ART PACK 1+ Contains 5 disks 
GAMES PACK 1+ 5 disks - 30 games 
GAMES PACK 2 + 5 disks - 30 games 


£4.95 

£4.95 

£4.95 

£4.95 

£2.95 

£4.95 

£4.95 

£4.95 


Educational 
Software CrU 

The Connoisseur’s Choice 


If you are looking for software to help with the National Curriculum, 
then look no further. Our new free catalogue is packed with 
programs suitable for all ages from six to adult on a wide range of 
educational and leisure subjects. 


Subjects now available include ... 


Maths 

French 

German 

Spanish 

Italian 

Science 


Geography 

History 

English Words 
Spelling 
Arithmetic 
Football 


Sport 
First Aid 

General Knowledge 
England 
Scotland 
Natural History 



Available for most home & business computers 
Best-selling programs with superb reviews 
Ask your dealer or use our 24 hour mall order service 
Many programs allow you to add your own lessons 
Enjoy.learning from your computer 


Write or telephone for our new FREE 16-page colour brochure of 
Educational and Leisure software (Please state computer type) 

Kosmos Software Ltd, FREEPOST (no stamp needed) 



DUNSTABLE, Beds. LU5 6BR 
Telephone 0525 873942 or 875406 





PROFESSIONAL „ jfc. 

^FOOTBALL MASTERS 


Football Masters is the very latest Multi-Manager Football Simulator for 16 
bit computers. After 5 years of development we are proud to announce the 
release of the most comprehensive football management game ever. It’s 
waiting to test your skills right now! Features Indude:- 

Multi-Manager game for 1 to 4 Players. Three levels of difficulty. 

Match highlights minute by minute, make substitutions or team changes at any time. Live 
injuries, yellow/red cards and named goalscorers. 1MB version has extra Graphics, 
animation and realistic digitised sounds. (An option can turn this feature off). 

Full UK and European Cup itinerary. Includes FA, League, Zenith Data, Leyland Daf, 
European, Cup Winners and UEFA Cups. All cup match rules have been made as accurate 
as possible. Two Leg Ties, Extra Time, Away Goal Rule, Seeded Draws, Byes, etc. 

All 4 league divisions with play-offs and league expulsion. 

Real initial, surname, league career records, height and age entered for all players as at 
the start of the 92/93 Season. Five skill ratings per player, separate five for goalkeepers. 
Plus 15 other special attributes like Captain, Super Subs & Mobility. 

A lively and real-time transfer market, with an approach facility, negotiate wages and 
contracts. Plus loans, free transfers and trainees. Unique and simple training system to 
improve player skills. 512K version excludes some features listed in this advertisement. 

High quality printer facilities to list all the vital information. Masses of historical statistics 
on past games, players and manager. Quick game data load and save. 

All screens updated quickly and displayed in a pleasant format, which is easy to use and 
comfortable to read. Fully mouse operated. Printed instruction booklet with plenty of 
diagrams. A separate Editor is available to change saved/initial details. 



There are many, many other little things that make this game the most addictive and 
accurate interpretation of a Football Managers season. It would be impossible to list all the 
features in this advert but we assure you that this is the best. We have thousands of satisfied 
customers from our previous edition of this game, many are still playing it 2 years after 
purchase. See the order form below for details on how to order this incredible game. 
Available for all Atari ST’s and Amiga’s. PC WINDOWS version coming soon. 



An amazing graphical strategic 
simulator that’s fun and easy to play 
for all the family. 0, 1 or 2 players on 
keyboard, mouse or joystick. Pick your 
moves from the selection available 
and watch your animated warrior battle 
it out. Watch the energy bar indicators 
and plan your next move. Edit Wrestlers 
plus many other features. 

Amiga 1MB RAM. Only £19.95 


STABLE MASTERS 


Four years of development by a racing expert has 
led to the release of this great strategy Horse 
Racing simulation. You can participate as the 
Owner, Trainer and or Betting Punter in this 
remarkable game. As the trainer you must try to 
discover the horses ideal racing conditions (mainly 
distance & going). Animated race display, 
formbook, 200 horses with independent personal 
profiles, tipsters, simple mouse and icon menu 
selection. Many other items are included. 

Amiga 1MB or any Atari ST. Only £19.95 


24 HOUR CREDIT CARD HOT-LINE 


| (0702) 600557 


Answer Phone Outside Office Hours 
FAX (0702) 613747 


MAIL ORDERS , 

All the programs detailed in this advert are only available through direct mail from ESP Software. 
Name.Address. 


I have an 


. Postcode. Tel. 

_ computer, please send me the following items:- 


Quantity Description 


Unit Cost Total 


Football Masters 512K 


19.95 


Football Masters 1MB 


24.95 


Football Masters Editor (Not 512K Amiga) 


12.00 


Wrestling Masters (Amiga 1MB) 


19.95 


Stable Masters (Amiga 1MB or Any ST) 


19.95 


Amiga 512K RAM Expansion 


27.00 


POSTAGE (Non European Only) 


1.00 


I : you have a cheque guarantee card or credit card please write its number on the |GFLAND TOTAL 

reverse of your cheque, doing so will ensure dispatch within 48 hours of receipt. I 


I enclose a Cheque/Postal Order made payable to ESP SOFTWARE. 

Cut out and post this form to:(photocopies or written orders are acceptable) 

|E>P Software (AG), 32a Southchurch Road, Southend-on-Sea, Essex SSI 2ND. UK 

































































































BEAT THE BOOKIES!!! 



£14.99 

ixecutive edition includes lx Master 
Disk, lx Copy, Improved Manual, 
Wallet, Labels and update offer. 


"Amazed at the predictions...Never had so many 
winners..." CR+ User Mr B (Worthing) 

"Brilliant...Helped me to beat the bookies!" CR+ 

User Mr W (Herts) 

"Unbeatable value and unrivaled accuracy." 

Features include: Flat and National Hunt imputs, Race 
review, Bet Selector, Help and information screens. 

Flat '92 Version Now Available! 
latest flat tips incllude: NASHVILLE BLUES (won at 
14/1), LOCHSONG (won at 4/1 & 10/1), and many 
more. (As advertised in The Sporting Life'). 

*Standard Version also available for £9.99 (Disk 
Manual) 

BETTING FOR PROFIT IS BETTING FOR FUN! 
Order Now! 

Cheques/PO payable to HANDISOFT 
(Mail Order ONLY) 

Handisoft, 37 Hearsall Lane, Spon End, 
Coventry CV5 6HF 



I lf you are under 18 years of age please obtain permission of whoever pays the phone bill. Max cost of call £2.70 Cheap I 
£3.60 All Other Times. INFODIAL PO Box 36 LSI 4TN Call charges 36p Per Min Cheap 48p Per Min Al Other Times. 


DIAL - A - TIP 

Cheats, Tips, and Game Solutions 


CHEATS GALORE 
0891 101 234 
MEGATIP GAMESLINE 
0891 445 987 
AMIGA GAMESTIPS 
0891 445 786 
AMIGA HOTLINE 
0891 445 985 

SHADOW OF THE BEAST I AND II 
BARBARIAN II SOLUTION 
0891 442 022 
FIRST SAMURAI HELPLINE 
0891 445 926 

MAGIC POCKETS/RODLAND 
SOLUTION 
0891 445 928 
COMPUTER FUNLINE 
0891 445 799 

WHIZZ KID COMPUTER QUIZ 
0891 101 255 

FOR INFORMATION ON ALL OUR 
HELPLINES 
0891 445 904 


ALL LINES UPDATED WEEKLY 
PROPRIETOR:- Jacquline Wright, P.O. Box 17 Ashton-Under- Lyme 
Calls cost 36p per min at 'cheap rate' and 48p per min at other times 



Mail order Express Distribution 

3 Barclay Oval, Woodford Green, Essex IG8 OPP 
Call us on 081-559 1704 or 081-504 8377 7 days 8.30am - 10pm 



3D Construction Kit.£17.95 

Addams Family.£14.50 

Adventurers.£15.99 

Air Warrior.£21.99 

Alcatraz.£15.99 

B17 Flying Fortress.£21.99 

Bandit King.£15.99 

Black Crypt.£15.99 

Bonanza Bros.£14.99 

California Games 2.£15.99 

Captive.£07.99 

Carl Lewis Challenge.£15.99 

Cisco Heat.£12.99 

Civilisation.£21.99 

Conquest of The Longbow.£21.99 

Cool Croc Twins.£15.99 

Crazy Cars3.£15.99 

Cruise for a Corpse.£15.99 

Dark Queen of Krynn.£20.99 

Deathbringer.£12.99 

Dizzy's Excellent Adventures. 

.£14.99 

D Generation.£09-99 

Dojo Dan.£15.99 

Dune.£18.99 

Dyna Blasters.£18.99 

Easy Amos.£21.99 

Epic.£15.99 

Espana Games '92.£15.99 

Exterminator.£08.99 

FI5 Strike Eagle 2.£15.99 

Fire & Ice.£15.99 

Flames of Freedom.£14.99 

Formula 1 Grand Prix.£21.99 

Gobliins.£15.99 

Guy Spy.£17.99 

Head to Head.£21.99 

Heimdall..£13.99 

Heart of China.£21.99 


Hook.£15.99 

Hunter.£12.99 

Ishar.£18.99 

Kick Off 2.£09.99 

Kings quest 5.£25.99 

Knights of the Sky 

Jaguar XJ220.£15.99 

Jim Power.£15.99 

Kick Off 2.£9.99 

Knights of the Sky.£21.99 

Leisure Siut Larry 5.£22.99 

Lineker Collection...£13-99 

Links.£22.99 

Links Bountiful.£13-99 

Links Firestone.£13-99 

Lotus Turbo challenge 2.£13.99 

Lure of the Temptress.£19-99 

Max Compilation.£13-99 

Megalomania.£11.99 

Megasports. v .£15.99 

Monkey Island.£15.99 

Monkey Island 2.£22.99 

Myth.....£15.99 

Nova 9.£22.99 

Pacific Islands.£21.99 

Parasol Stars.£15.99 

Player Manager.£09-99 

Police Quest 3.£22.99 

Populous 2.£17.99 

Pools of Darkness.£20.99 

Premiere.£19-99 

Prince of Persia.£10.99 

Pro Tennis Tour 2.£15.99 

Pushover.£15.99 

Quest & Glory...£17.99 

Quest for Glory 2.£25.99 

Realms.£10.99 

Red Zone.£15.99 

P+P On All Software Only £1.00 


Risky Woods.£15.99 

Rolling Ronny.£11.99 

Sensible Soccer.£15.99 

Shadow of The Beast 3.£18.99 

Shuttle.£22.99 

Special Forces.£21.99 

Striker.£15.99 

Supremacy.£10.99 

Tennis Cup 2.£15.99 

Thunderhawk.£12.99 

Titus The Fox.£15-99 

The Manager.£17.99 

Utopia.£11.99 

Utopia Data Disk.£09-99 

Vikings.£15.99 

Vroom.£15-99 

Vroom Data Disk.£13-99 

Wizkid.£15.99 

Zool.£15.99 

BUDGET TITLES 

A.D.S.£07.99 

A.T.F.2.£07.99 

DISC.£05.99 

F16 PILOT..£07.99 

FALCON.£12.99 

FALCON MISSION1.£08.99 

FALCON MISSION 2.£08.99 

BUY ALL THREE 

FALCON PACKS.£25.99 

FINAL COMMAND.£05-99 

JUPITER MASTERDRIVE.£05-99 

M4 SHERMAN.£05-99 

MYSTICAL.£07.99 

NORTH AND SOUTH.£05.99 

OPERATION COMBAT.£07.99 

PANZA KICK BOXING.£05-99 

STREETFIGHTER.£05-99 

SUPAFLEX.£05.99 


25 

50 

100 

200 

300 

500 


DISKS 

11.30 


3 1 /. 


tf 


2 


20.50 
36.90 
68.95 
103.45 
167.50 

All Disks come With Labels P+P included 


DOUBLE SIDED, DOUBLE DENSITY 



DISK 

BOXES 


3.5 Inch 

20 capacity 

1.50 

50p 

3.5 Inch 

100 capacity 

4.75 

£1.00 

150 Capacity Posso 

13.49 

£2.00 

3.5 inch 250 Capacity 

22.99 

£3.00 


ACCESSORIES 


P+P 


Zydec External Drive 

£47.99 

£3.00 

Zydec Zy-Fi Speakers 

£33.99 

£3.00 

Zydec Handy Scanner 

£92.99 

£3.00 

Zydec Virus Protector 

£5.99 

25p 

Alfa Data Trackerball 

£22.99 

£2.00 

Alfa Data Crystal Trackerball 

£32.99 

£2.00 

Alfa Data Megamouse 

£15.99 

£1.50 

1/2 meg Upgrade w/clock 

£21.95 

£1.00 

14 Inch Monitor Stand 

£9.99 

£1.50 

Mouse Pockets 

£1.45 

25p 

Mouse Mats 

£1.99 

25p 

Mouse Covers 

£1.99 

25p 

Cleaning Kits 

£1.45 

25p 
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DIZZY - 

PRINCE OF THE YOLKFOLK 

Codemasters £7.99 


C heapos' favourite spherical star is back! Yes, 
Dizzy, the original budget-sized hero, returns 
in the latest egg-tastic release from the Code- 
masters' games factory. The story is fairly pre¬ 
dictable but I'll run through it briefly for you any¬ 
way, just so that you know. Whilst out collecting 
cherries for Grand Dizzy's surprise cherry pie, Dizzy 
and Daisy stumble across a mysterious castle which 
they both decide to explore. Then, tragedy. Daisy 
pricks herself on a mystic spinning wheel and falls 
into a deep, deep sleep. Before 
Dizzy has a chance to do anything 1 
to help her, Rockwart the Troll 
catches him and locks our young 
eggy friend in a dank, dark cave. 

Dizzy's got quite a task on his 
hands in this arcade adventure 
(although the initial cave situa¬ 
tion doesn't exactly require a 
lot of deep thought - what else j 
can you do when you're stuck in 
one location behind a wooden 
door with some leaves, a match 
and bucket of water? It's obvi¬ 
ous - just place the leaves in the 
bucket and set fire to your bot¬ 
tom, of course). The majority of 


game would have been slightly improved if jump¬ 
ing was initiated by pressing fire instead of push¬ 
ing up on the joystick. That's just a tiny niggle, 
though, as most of the time the landscape is easi¬ 
ly negotiated. 

The Prince of the Yolkfolk is a pleasant enough 
game with bold, colourful sprites and lovely colour¬ 
ing-book backdrops. It sounds fairly nice, too, and 
the whole game is generally fine in an unsurprising 
way. I say unsurprising because this is a game that 
does what it does well enough and leaves it at that. 
You'll not find yourself astounded by the gameplay 
nor too taxed with the puzzles and I doubt if it'll 
take you too long to finish it. If you do buy this 
game then you'll definitely not be disappointed but 
neither will it become one of your all-time favourite 
games - you'll just think "Hmmm...this is fairly 
nice." Which, funnily enough, is what I did. 


RATING: 70% 


the later puzzles are 
similarly straightfor¬ 
ward and you'll often 
know where to use the 
items you pick up 
along the way without 
any problem. 

As for the 'arcade' part of the game, well, a few 
of the locations require some frustratingly pixel- 
perfect leaping and I can't help thinking that the 
















































TERMINATOR 2: 

JUDGMENT DAY The Hit Squad £7.99 


Ocean's old approach to film conversions before the likes of Robocop 
3 and Hook, i.e. string together a few simplistic subgames, each sup¬ 
posedly representing a setpiece from the film, resulting in an unsat¬ 
isfying mish-mash of gamestyles. Terminator 2 has eight such sub¬ 
games; three beat-'em-up, two puzzle, two 'driving' and one scrolling 
shoot-'em-up. None of them are particularly outstanding and some 
are just plain boring. 

The presentation is nice with okay-ish digitised sequences popping 
up between most sections and the music conveys the hard, industri¬ 
al feel of the film very nicely. Unfortunately Ocean couldn't use Arnie's 
face in the actual game, so what we are supplied with is a rather squat, 
cartoony caricature of our Austrian hero with the rest of the in-game 
graphics failing to impress at all. 

I could live with the aforementioned graphics if there was at least 
some gameplay hidden in there somewhere, but sadly (you guessed 
it) there appears to be none. The beat-'em-up sections consist main¬ 
ly of rapidly stabbing at the fire button and the player never really 
feels as if he is in control of the main sprite at all (partly due to the 
fact that it moves soooo slowly). The driving sections are yawnsome 
and the scrolling shoot-'em-up is just abysmal. The game also suf¬ 
fers from being far too easy and I think the average player will com¬ 
plete it within their first ten goes (at the most). 

Overall this is a really disappointing game which could have been 
the conversion to end them all. Given Ocean's recent film tie-in suc- 

cesses, 1 think that this is 
one game that would've 
? , - i ' ’ a been best left forgotten. 

i%s#« 

Even at this budget price 
^ ^ ^ it doesn't warrant a pur- • 

that's you then you are 
a very sad man indeed. 


RATING: 39% 




PICTIONARY 

The Hit Squad £7.99 

T here are some things in life 
that puzzle me. Take the stuff 
about the 'birds and the 
bees', for instance. I haven't got a 
clue what that's all about. And why 
do people listen to all this so-called 
'Rave' music? I've no idea. But the 
thing that puzzles me the most is 
this: Why on earth do software com¬ 
panies insist on trying to convert 
popular boardgames to home com¬ 
puters? It's baffling to the point of 
being incomprehensible! 

Surely they realise that, faced 
with a choice, most people would 
choose to sit cross-legged on the 
carpet playing on a real live board 
with a group of drunken friends and 
no-one paying much attention to 
the proceedings. Now we all know 
that computers are excellent things 
that can provide the lone gamer 
with many hours of entertainment 
and excitement but, unfortunately, 
they are rather crap at providing fun 
for a group. 

A boardgame conversion is 
acceptable when the computer can 
actually improve upon the basic 
gameplay of the original. But apart 
from providing an electronic friend 
to play against, what enhancements 


JURIST 

GUESS 


are possible with games like 
Monopoly and Cluedo (to name but 
two) beyond the computer dealing 
a random set of cards and throwing 
the dice for you, all of which are an 
integral part of the game and tasks 
you can quite easily manage on your 
own without any help from your 
Amiga. 

But, hey, all this is really besides 
the point - we're here to take a look 
at Pictionary (although I think that 
the more perceptive among you 
know what's coming). Why anybody 
attempted this conversion in the 
first place is beyond me. The only 
advantage the computer edition has 
over the ordinary game is that it is 
possible to play alone, something 
the original was never designed for. 

Assuming that you do have some 
friends, though, the limitations of 
the program soon become appar¬ 
ent. The core of the program, the 
drawing bit, is presented as sort of 
poor man's Deluxe Paint and I can¬ 
not think of anybody who'd rather 
play Pictionary with a mouse when 
it is far easier (and more enjoyable) 
to use the old fashioned pencil and 
paper. Can't people just leave alone 
good old traditional values and stop 
trying to forcefeed all this technol¬ 
ogy down our throats? Whatever 
next - computerised origami? 

RATING: 41% 
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FREE! 


144 CPS 80 COLUMN 

• Citizen 120D+ - 9 pin 

• 144cps Draft, 30cps NLQ 

• 4K Printer Buffer + 2 Fonts 

• Parallel or Serial Interface 

• Graphics Resolution: 240 x 240dpi 

• Epson and IBM Emulation 

• Pull tractor & bottom feed 

• FREE Silica Printer Starter Kit 


ALL YOU NEED TO GET STARTED 
WITH YOUR NEW CITIZEN PRINTER 

• 2 Metre Parallel Printer Cable 

• 3 Zi Disk - Driver for Windows 3 

• 314" Disk - Amiga & ST Drivers 

• 200 Sheets of Continuous Paper 

• 100 Continuous Address Labels 

• 5 Continuous Envelopes 

WORTH £29.38 

WITH EVERY 
CITIZEN DOT MATRIX 
PRINTER FROM SILICA 

or £19.38 (£10 off RRP) to purchase. 


PLUS! FREE 


AMIGA PRINT MANAGER 

For faster printing from your Amiga, with clearer 
images and more vibrant colours. Available free 
of charge (on request) when you buy a Swift 9, 
200 or 240 printer 

Features include: 

• Improved Image Smoothing WORTH 

• Gamma/Colour Correction m a 

• Image Scaling StI/I 111 

• Colour Separation Mm l^r ■ 

• Reduces/llliminates Banding (inc VAT - see text) 

or for £13.10 (£1 off RRP) to purchase (ASC 4572) 


RRP.£199 

SILICA STARTER KIT.£25 


TOTAL VALUE: £224 
SAVING: £109 


SILICA PRICE: £115 


The Citizen 120D printer comes supplied with a parallel 
interface as standard. If you require a serial interface instead, 
please state ref: PRI 2125 when placing your order with Silica. 


TJZEN SWIFT 


SWIFT 240m 

MONO PRINTER 

(COLOUR OPTION AVAILABLE 

SWIFT 240C 

COLOUR PRINTER 


(FREE COLOUR KIT I 


SWIFT 240 MONO 


192 CPS 136 COLUMN 


• Citizen Swift 9x - 9 pin - 136 column 

• I92cps Draft, 48cps NLQ 

• 8K Printer Buffer + 3 Fonts 

• Parallel Interface 

• Graphics Resolution: 240 x 240dpi 

• Epson and IBM Emulation 

• Colour Option Available 

• FREE Silica Printer Starter Kit 

RRP.. £329 /■ _ - -_r -\ 

STARTER KIT.£25 

TOTAL VALUE: £354 JfW fifg muff ISLJi 

SAVING: £155 ■ M B 

SILICA PRICE: £199 I M ~ ~ 


• Citizen Swift 9-9 pin -80 column 

• 192cps Draft, 48cps NLQ 

• 8K Printer Buffer + 3 Fonts 

• Parallel Interface 

• Graphics Resolution: 240 x240dpi 

• Epson and IBM Emulation 

• FREE Colour Kit 

• FREE Silica Printer Starter Kit 

RRP...£239 / — _ — = —— 

COLOUR KIT.£38 ■ 

STARTER KIT ....._£25 J 

TOTAL VALUE: £302 M M 

SAVING: £133 WE ■ jB 

SILICA PRICE: £169 +VAT= £198.58 ref: PRI 2209 


• Citizen Prodot 9 - 9 pin - 80 column 

• 300cps Draft, 60cps NLQ 

• 8K Printer Buffer + 3 Fonts 

• Parallel Interface 

• Graphics Resolution: 240 x 240dpi 

• Epson and IBM Emulation 

• FREE Colour Kit 

• FREE Silica Printer Starter Kit 

RRP...£189 s — ■- — —n 

-m: '*'-4 ] 

STARTER KIT £25 ■ M ■ i 

TOTAL VALUE: £255 ■ 0 .W 

SAVING: _£76 MB JB 

SILICA PRICE: £179 +VAT= £210.33 ref: PRI 2319 


RRP. £329 

STARTER KIT. J25 
TOTAL VALUE: £354 
SAVING: £115 
SILICA PRICE: £239 


• 300cps SD (15cpi), 240 cps Draft, 80cps LQ 

• 8K Printer Buffer - 40K maximum 

• 9 LQ Fonts + 2 Scalable Fonts (8-40pts) 

• 1 x Font Cartridge Slot - for plug in ‘Style’ Fonts 

• Parallel Interface 

• Graphics Resolution: 360 x 360 dpi 

• Epson, IBM, NEC P20 & CEL Emulations 

• Quarter Printing Facility 

• Auto Set Facility - Bi-directional l/F, 

Auto Emulation Detection 

• Command Vue IV Front Control Panel 

• Ultra Quiet Mode - 44.5 dB(A) 

• Colour Printing Standard - Swift 240c, 

Colour Printing Optional - Swift 240 

• FREE Silica Printer Starter Kit 


SWIFT 240C COLOUR 


RRP. £369 

STARTER KIT . J25 
TOTAL VALUE: £394 

SAVING: £135 


+VAT= £304.33 ref : PRI 2571 


'ITIZEN SWIFT 24X 


Next Day - Anywhere in the UK mainland 


64 cps 80 COLUMN 

• Citizen PN48 Notebook Printer 

• Non-impact Printing on Plain Paper 

• 53cps LQ - 4K Buffer + 2 Fonts 

• Rear and Bottom Paper Loading 

• Parallel Interface 

• Graphics Resolution: 360 x360dpi 

• Epson, IBM, NEC P6 & Citizen Emulation 

• Powered From Mains, Battery or Car Adaptor 

RRP . 

TOTAL VALUE: £325 ll il VV I 

SAVING: £126 ^ 

SILICA PRICE: £199 I WB I M M\ 


360 CPS 80 COLUMN 

• Citizen Projet - inkjet - 80 column 

• 360cps Draft, 120cps NLQ 

• 50 Nozzle Head - Whisper Quiet 47dB(A) 

• 8K Printer Buffer + 3 Fonts 

• Optional HP Compatible Font cards 

• Parallel Interface 

• Graphics Resolution: 300x300dpi 

• HP Deskjet plus emulation 

SAVING: £151_ Ah K. MB m 

SILICA PRICE: £345 ^ 


192 CPS 136 COLUMN 

• Citizen Swift24x-24 pin -136 column 

• 192cps Draft, 64cps NLQ 

• 8K Printer Buffer + 4 Fonts 

• Parallel Interface 

• Graphics Resolution: 360 x360dpi 

• Epson, IBM and NEC P6 Emulation 

• Colour Option Available 

• FREE Silica Printer Starter Kit 

SILICA STARTER KIT_£25 M HA X 

TOTAL VALUE: £514 Ai MfLMmM 

SAVING: £215 

SILICA PRICE: £299 m m 


270 CPS 80 COLUMN 

• Citizen Swift 200 - 24 pin - 80 column 

• 270cps SD (15cpi), 216 cps Draft, 72cps LQ 

• 8K Printer Buffer - 40K maximum 

• Parallel Interface • 6 LQ Fonts 

• Graphics Resolution: 360 x 360 dpi 

• Epson, IBM, & NEC P20 Emulations 

• Quarter Printing and Auto Set Facility 

• Ultra Quiet Mode - 44.5 dB(A) 

• Colour Option Available 

• FREE Silica Printer Starter Kit 


Worth £29.38 - With Citizen dot matrix printers from Silica 


(including the dot matrix printer head) 


Free Windows 3.0 driver with Starter Kit 


SILICA STARTER KIT £25 
TOTAL VALUE: £294 
SAVING: _£85 
SILICA PRICE: £209 


Technical support helpline open during office hours 


V+VAT= £245.58 rei: PRI 2490 J 


1709921030 


SILICA SYSTEMS OFFER YOU I 


No Late Night Opening 


52 Tottenham Court Road, London, W1P OBA Tel: 071-580 4000 

No Late Night Opening Fax No: 071-323 4737 


Opening Hours: 


Mon-Sat 9.30am-6.00pm 


• FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service. 

• PRICE MATCH: We normally match competitors on a “Same product - Same price” basis. 

• ESTABLISHED 14 YEARS Proven track record in professional computer sales. 

• £12 MILLION TURNOVER (with 60 staff ): Solid, reliable and profitable. 

• BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888. 

• SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 

• THE FULL STOCK RANGE: All of your requirements from one supplier. 

• FREE CATALOGUES Will be mailed to you with offers + software and peripheral details. 

• PAYMENT: Major credit cards, cash, cheque or monthly terms. 

Before you decide when to buy your new printer, we suggest you think very carefully about WHERE you 
buy it. Consider what it will be like a few months after you have made your purchase, when you may 
require additional peripherals and accessories, or help and advice with your new purchase. And, will the 
company you buy from contact you with details of new products? At Silica Systems, we ensure that you 
will have nothing to worry about. We have been established for almost 14 years and, with our unrivalled 
experience and expertise, we can now claim to meet our customers’ requirements with an understanding 
which is second to none. But don’t just take our word for it. Complete and return the coupon now for our 
latest FREE literature and begin to experience the “Silica Systems Service”. 


Self ridges ( 1 st Floor), Oxford Street, London, W1A 1AB Tel: 071-629 1234 

Mon-Fri 9.30am-7.00pm (Sat close 6.30pm)Late Night: Thursday - 8pm_Extension: 3914 


Opening Hours: 


SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, 

Opening Hours: Mon-Sat 9.00am-5.30pm Late 


Surname: 


Initials: 


Mr/Mrs/Miss/Ms: 


Company Name (if applicable): 


SILICA 

SYSTEMS 


Tel (Work): 


Tel (Home): 


Which computer(s), if any, do you own?. 

E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 


BUDGET 9 pin PRINTER 


LOWER 

l PRICES 


24 pin PRINTER 


9 pin PRINTERS 


'I SWIFT 2 
♦ SERIES 


INKJET PRINTER NOTEBOOK PRINTER 


24 pin PRINTERS 


FROM SILICA 


PLEASE SEND A BROCHURE ON THE CITIZEN RANGE 


MAIL ORDER HOTLINE 


' ACCESS 

SHEET FEEDERS 

PRA1200 120D.£71.38 

PRA1215 124D/224/Swift 9/24 ..£88.70 
PRA1228 124D/224/Swlft 9/24 .. £42.00 

SERIAL INTERFACES 

PRA 1189 120D+.£56.45 

PRA 1209 Swift 9/9x/1240/224 .. £32.25 
PRA 1709 Swift 24/24x/24e.£26.38 

32K MEMORY EXPN 

PRA 1753 1240/224/Swift 24 £13.10 

PRINTER STAND 

PRA 1242 124D/224/Swift 9/24 .. £24.03 

PRA 1274 Swift 9X/24X.£30.66 

Accessories prices 

SORIES 1 

ORIGINAL RIBBONS 

RIB 3520 120D/Swift 9 Black.£2.91 

RIB 3949 Swift 9x Black.£7.15 

RIB 3924 124D/Swift 24 Black.£4.70 

RIB 3936 224/Swift 9/24 Colour.. £15.63 

RIB 3248 PN48 Single Strike.£3.61 

RIB 3348 PN48 Multi Strike.£3.61 

COLOUR KITS 

PRA 1236 224/Swift 9/24e/200/240 £35.25 
PRA 1240 Swift 9x/24x.£35.25 

PN48 ACCESSORIES 

PRA 1148 PN48 Battery.£46.70 

PRA 1155 PN48 Cable Extn.£29.37 

PRA 1162 PN48 Car Adaptor.£16.80 

inc. VAT & delivery 

CITIZEN 1 

PRINTERS 































































































































































HEAD TO 
HEAD 

Domark 04.99 

T he ultimate confrontation, F- 
19 versus MiG-29 SuperFul- 
crum!" - that's what the blurb 
says on the box so it must be true. 
The box title is slightly misleading, 
though - I thought you'd be able to 
link the two games together some¬ 
how and play at being pilots of the 
different aircraft with a friend. Not 
so. What we have here is a compi¬ 
lation of two of the most respected 
flight-sims in the genre. 

First up, then, is MiG-29 Super¬ 
fulcrum - the sequel to MiG 29. The 
battleground is 'somewhere in mid- 
South America' with the player 
involved in an attempt to overthrow 


a military coup which has control of 
some 20000-square kilometres. The 
usual U.N. resolutions are passed 
and a peacekeeping force is dis¬ 
patched to 'kick ass'. Hooray! All this 
is background information is, of 
course, superficial really - what you 
want to know is how easy is it to kill 
things? 

Well, luckily there seem to be only 
a few option screens and if you wish 
you can jump straight in at the deep 
end and get into the air almost 
immediately. The controls aren't 
over-complex and within a few min¬ 
utes you'll be flipping the aircraft all 
over the shop. The landscape moves 
quite smoothly, with an 'interesting' 
mountain effect rearing its head 
now and again, and the external 
views provided are comprehensive 
to say the least. 

Overall, MiG 29 Superfulcrum 
provides exactly what you'd expect 
from a top flight-sim, with fast-mov¬ 
ing, nicely-drawn graphics and 
gameplay which, although not 
exactly action-packed all of the time, 
will surely satisfy most Amiga pilots. 

Next is F-19 Stealth Fighter, a sim 
based around the now infamous 
super-sexy bomber that did won¬ 
ders for 'our boys' in the Gulf War. 
Originally released to high praise the 
game still proves to be just as excit¬ 


ing as any 'modern' sim, with 
options galore and external views a- 
plenty. Everything seems to be in 
order ip the graphics, sonics and 
gameplay departments and the 
whole package hangs together 
superbly. The manual provides you 
with all the necessary info regard¬ 
ing the numerous scenarios and tac¬ 
tics required to successfully fly the 
world's most expensive aircraft. Pos¬ 
sibly the stronger of the two flight 
simulations bundled together in this 
compilation, F-19 provides action 
most of the way through. 


All-in-all, both F-19 and MiG 29M 
are high-class games. The only slight 
problem I have with them is that 
they aren't as instantly accessible as 
my personal favourite Knights Of 
The Sky was (although it's a little 
unfair of me to compare these two 
games to the World War 1 sim). If 
modern day aircraft warfare is what 
you're after (and you haven't got 
either of these games) then I can't 
see that you can go far wrong with 
Head To Head. 

RATI NG: 
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Processor 


68030EC 


HARD DRIVE 


ACCELERATOR 


RAM BOARD 


HARD DRIVES 

ACCELERATORS 


PRICES FROM: 


£349 


UP TO 8MB OF 8 OR 9-bit FAST RAM 

(8 OR 9-bit WIDE SIMMS - 120ns OR QUICKER) 


UP TO 8Mb OF 32-bit WIOE FAST RAM 

(32-bit WIDE SIMMs-60ns) 


OTHER FEATURES 


IDENTICAL COLOUR & STYLING TO THE A500 


BUILT-IN VENTILATION FAN TO PREVENT THE 
UNIT FROM OVERHEATING 


DEDICATED POWER SUPPLY 


'MINI-SLOT' FOR FUTURE EXPANSIONS 

(E.G. PC EMULATOR) 


REMOVABLE MEDIA SUPPORT 


DIRECT MEMORY ACCESS (DMA) STYLE 
FOR ULTIMATE PERFORMANCE 


MODEL 

52Mb HD 

120Mb HD 

240Mb HD 

HARD DRIVE 

HD8+ 

£349 

Ref: HAR 0852 

£449 

Ref: HAR 0920 

£729 

Ref: HAR 0942 

A530 COMBO 

HARD DRIVE 
k. & ACCELERATOR 

£699 

Ref: HAR 0962 

£799 

Ret: HAR 0974 

£1079 

Ref: HAR 0986 „ 


HD8+ 


GVP 


GREAT 
VALLEY 
PRODUCTS 

QUALITY AMIGA PERIPHERALS 
WITH A 2 YEAR WARRANTY 

Silica Systems are pleased to present the GVP range 
of peripherals. GVP are the world’s largest third party 
manufacturer of peripherals for the Amiga range and 
have a reputation for high specification, quality 
products. The company was founded only four years 
ago by a man who knows about the Amiga, 
Commodore’s ex-Vice President of Technology. He, 
along with a team of Amiga experts including other ex- 
Commodore staff, understand the add-on requirements 
of Amiga owners better than anyone. Not only do 
GVP provide peripherals that Amiga owners want, 
they also offer peace of mind, with a 2 year warranty 
on the products they manufacture. So, if you are 
looking for the very best in peripherals for your Amiga 
computer, look no further than GVP. 


FREE BROCHURE 

RETURN THE COUPON FOR YOUR COPY 


PC EMULATOR 

PLUG-IN OPTION FOR HD8+ & A530 


• 16MHz 80286 processor 

• 287 Maths Co-Processor socket 

• 512K of PC RAM plus the use of Amiga RAM 

• Supports Hercules, CGA, EGA/VGA 
(monochrome) and T3100 video modes 

• Runs MS-DOS (3.2 and upwards) plus 
thousands of other PC programs 

This powerful 286 emulator module simply plugs into 
the “mini-slot” of the GVP HD8+ or A530 (without 
invalidating the warranty). It has full access to the 
Amiga’s resources and allows 
you to run PC and Amiga pro¬ 
grams at the same time, giving 
you two computers in one. 


£199 


40MHz 68030EC CPU 



OPTIONAL 68882 MATHS CO-PROCESSOR 



RUNS AT 12.1 MIPS (FASTER THAN AN A3000!) 



HARDWARE SUPPORT TO MAP KICKSTART INTO 
32-bit WIDE FAST RAM FOR FASTER OPERATION 

(LIKE CACHING THE OPERATING SYSTEM) 


© 


AMIGA PERIPHERALS 


A530 


WHAT THE PRESS SAY: 

'Superb build, excellent aesthetics and 
blinding speed make this the best A500 
hard drive'... AMIGA SHOPPER (HD8+) 

'GVP claims this is the fastest hard drive in 
the world and none of our tests could prove 
that wrong _ Untouchable. THE choice' 

AMIGA SHOPPER (HD8+) 

'Still the best hard drive'... 92% 

AMIGA FORMAT 11/91 (HD8+) 
'GVP have done it again!'... 94% 

AMIGA FORMAT 9/92 (A530) 

' ~ the build quality is excellent... in terms 
of performance, their gear is the best... 
their equipment is worth every penny. 

AMIGA FORMAT 9/92 (A530) 


SCSI HARD DRIVE 

52,120 & 240Mb VERSIONS 

• 

• 

ULTRA FAST 15ms ACCESS 

• 

jT 

TRANSFER RATE UP TO 2,100K/sec* 

(*THE RATE OF THE 240Mb HD) 

• 

• 


NEW LOW PRICES 

ON MOST PRODUCTS 
EFFECTIVE 1st SEPT 92 


GVP's HD8+ hard drive and A530 hard drive with 40MHz accelerator, 
represent the highest quality Amiga 500 peripherals, at very affordable 
prices. Each incorporates a fast action hard drive, RAM expansion 
capability, custom VLSI chip and FaaaSTROM SCSI driver, for 
unbeatable performance. 

The HD8+ hard drive offers up to 8Mb of 
standard internal Fast RAM expansion 
and the A530 Combo, up to 8Mb of 32- 
bit wide fast RAM expansion. Both 
feature a SCSI controller, which 
supports up to 6 additional devices, 
and an Autoboot/Game cut-off 
switch. Both are available in 52, 120 
and 240Mb hard drive versions. 


In addition, the A530 Combo zooms 
the Amiga forward with an 030 
accelerator, running at a blistering 
40MHz. This enables your Amiga 500 to 
run at an incredible 12.1 MIPS, faster than 
an Amiga 3000! No other product in the 
world combines all the features found in the 
A530 Combo! A plug-in PC emulator option 
shown below, is available for 
the HD8+ and A530 Combo. (cSliil 


FOR ALL AMIGAS 


AMIGA 1500 + 2000 + 3000 PRODUCTS 


SOUND SAMPLER 

• 8-bit stereo sampler 

• Plugs into parallel port 

• MIDI support for song input 

• Extensive editing features 

For the semi-professional and audio hobbyist a high 
quality 8-bit stereo sound sampler that connects into 
the parallel port on any Amiga 500,600,1500,2000 
or 3000 computer. Combined with one of the 
fastest, most powerful and easy-to-use sound and 
music editing programs available. Includes 4-track 


MUS 

2500 


£49.95 


ACCELERATORS 


V NFW1 

\ 030 \ 030 \ 030 \ 040 
\ 25mhz\ 40mhz\ 50mhz\ 33mhz 


Speed MIPS 


Speed MHz 


Math co-proc 


Maximum 
32-bit RAM 


SCSI 

Ser/Par 


PRICE 




All GVP G-Force accelerators can be turned 
into a hard card by adding a Mount Kit, GVA 
4251, £39.95, making it the ULTIMATE Amiga 
1500/2000 peripheral. Any 1" SCSI drive can 
then be mounted on to the accelerator. 


HARD CARDS 

• Factory installed Hard Drives 

• 0, 52, 120, 240 & 420Mb options 

• On-board 8Mb memory sockets 

• Add up to 6 SCSI devices 

• Easy to install SIMMS 

The Impact II HC8 hard cards are the equivalent 
of the HD8+ hard drive, but for the 1500 and 2000 
models. Not only are they some of the fastest 
hard drives available, but they also incorporate an 
unpopulated 8Mb RAM expansion board. 

52Mb Ref: HAR1352 £299 

120Mb Ref: HAR 1420/1422 £429 

240Mb Ref: HAR 1540 £699 

420Mb Ref: HAR 1542 £1099 


VIDEO ENHANCER 

• 16 million colours @ 768 x 580 PAL Res 

• Supports comp video, S-VHS & RGB 

• Broadcast quality genlock 

• Now with RGB splitter 

Impact Vision 24 is the latest 24-bit Professional 
Video Adaptor. It features 16 million colours on 
screen at once, built-in genlock, flicker fixer, frame 
buffer, frame grabber and digital keyer. Supplied 
with Caligari-IV24 3D modelling and rendering 
software, Scala IV24 video titling software, plus 
Macro Paint 24-bit paint package. A1500/2000 
requires additional adaptor, GVA 5224, £49.95 
IV-24 - VIU SPLITTER Ref: vid 7024 £1499 
IV-24- VIUTRANSCOOER Ref: vid 7124 £1899 


RAM BOARDS 


• Up to 8Mb of FAST RAM 

• Upgrade in 2Mb increments 

• Supports industry standard RAM chips 

• Diagnostic software included 

• Fully auto-configuring 

The RAM-8 offers an easy way to upgrade your 
1500 or 2000 in 2Mb increments up to 8Mb. The 
RAM 8 is fully auto-configuring and is supplied 
with peace-of-mind diagnostic software. 6Mb 
configuration supported for bridgeboard owners 

OMb populated ram 2 soo £99 
2Mb populated ram 2802 £149 


REMOVABLE MEDIA 


• Syquest 44 or 88Mb removable media 

• Available with or without HC8 
Controller 

• 20ms access time 

• GVP HC8 Controller option extra 

• External case available for A500/3000 

Each drive comes with a removable cartridge. 
External Case Ref: gva 5019 £179 
44Mb (Bare Drive) Ref: HAR 1554 £399 

44Mb (+HC8) Ref: HAR 1568 £479 
88Mb (Bare Drive) Ref: HAR 1678 £499 

88Mb (+HC8) Ref: HAR 1691 £579 


ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


( SILICA SYSTEMS OFFER YOU ) 

• FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service. 

• PRICE MATCH We normally match competitors on a “Same product - Same price” basis. 

• ESTABLISHED 14 YEARS: Proven track record in professional computer sales. 

• £12 MILLION TURNOVER (with 60 staff): Solid, reliable and profitable. 

• BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888. 

• SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 

• THE FULL STOCK RANGE: All of your requirements from one supplier. 

• FREE CATALOGUED Will be mailed to you with offers + software and peripheral details. 

• PA YMENT Major credit cards, cash, cheque or monthly terms. 

Before you decide when to buy your new Amiga products, we suggest you think very carefully about 
WHERE you buy them. Consider what it will be like a few months after you have made your purchase, 
when you may require additional peripherals and software, or help and advice. And, will the company 
you buy from contact you with details of new products? At Silica Systems, we ensure that you will have 
nothing to worry about. We have been established for almost 14 years and, with our unrivalled 
experience and expertise, we can now claim to meet our customers’ requirements with an understanding 
which is second to none. But don’t just take our word for it. Complete and return the coupon now for our 
latest FREE literature and begin.to experience the “Silica Systems Service”. 



1LICA 
YSTEMS 


MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX 

Order Lines Open: Mon-Sat 9.00am-6.00pm No Late Night Opening 


Tel: 081-309 1111 

Fax No: 081-308 0608 


LONDON SHOP: 

Opening Hours: Mon-Sat 9.30am-6.00pm 


52 Tottenham Court Road, London, W1P OBA 

No Late Night Opening 


Tel: 071-580 4000 

Fax No: 071-323 4737 


LONDON SHOP: Selfridges ( 1 st Floor), Oxford Street, London, W1A 1AB 

Opening Hours: Mon-Fri 9.30am-7.00pm (Sat close 6.30pm)Late Night: Thursday - 8pm 


Tel: 071-629 1234 

Extension: 3914 


SIDCUP SHOP: 

Opening Hours: Mon-Sat 9.00am-5.30pm 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 

tOpm Late Night: Friday - 7pm 


4DX 


Tel: 081-302 8811 

Fax No: 081-309 0017 J 



To: Silica Systems, ONEAM-1192-68, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX 


PLEASE SEND A BROCHURE ON THE GVP RANGE 


aN 


Mr/Mrs/Miss/Ms:. Initials:... Surname: 

Company Name (if applicable): . 

Address:.. 


... Postcode: ... 

Tel (Home): ..... Tel (Work): 


.. .. I 

| W hich computer(s), if any, do you own?..68E J 

E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 




















































































































































T he Simpsons, eh? Considering that the TV show is only avail¬ 
able to those viewers lucky (?) enough to possess a SKY receiv¬ 
er, The Simpsons have managed to weedle their way into the 
nation's consciousness remarkably quickly. And as Simpson Mania 
continues to grow unabated, this re-release couldn't be more time- 


Converted from an original console game (ugh!) it's basically a 
platform adventure based around everyone's favourite underachiev¬ 
er, Bart. The ludicrous story involves a bunch of smelly space aliens 


IXHf* 


Mir rm. 


cio you iret it you square 
this ? 


TRIVIAL 

PURSUIT 

The Hit Squad £7.99 

I t's just my bloody luck, isn't it? 
Do I live on Board Game Avenue 
or something? First I get Pic- 
tionary to review and now Trivial 
Pursuit. This isn't necessarily a bad 
thing, though, as both games are a 
different type of conversion and Triv 
serves to prove my point that 
boardgames can be converted well 
when there are obvious ways in 
which the computer can enhance on 
or improve upon the original. 

Triv was a boardgame phe¬ 
nomenon when released upon the 
unsuspecting public in the early 
eighties. Within a few years every 
self-respecting party host would 
possess such a game for those 
moments when the conversation 
began to run dry. The short phrase 
"Game of Triv, anyone?" would 
inject a new lease of life into a flag¬ 
ging dinner party and within sec¬ 
onds of the offer people would be 
dividing themselves into teams, 
forming new alliances and trying to 
team up with the attractive girlie 
in a vain attempt to impress her 
with a fantastic display of gen¬ 


eral knowledge and subsequently 
receive a free snog. 

The questions, as related via the 
animated cutesy quizmaster TP, vary 
from the traditional text-based ones 
to more elaborate graphics- and 
sound-related posers, i.e "Which film 
starts with this piece of music: Dum 
dummmmm dummmm, da darr, 
dum dum dum, etc." Although ini¬ 
tially amusing, the time TP takes to 
traverse the rooms to put on his 
stereo and all that soon becomes a 
bore and the option to turn him off 
is welcome. The game does look and 
sound somewhat dated now, but if 
you can live with the rather duff 
graphics and. presentation they 
shouldn't detract from the basic 
gameplay - after all Triv is Triv no 
matter how it looks. 

As I mentioned earlier, games 
such as Pictionary offer nothing new 
in their electronic form but Trivial 
Pursuit has a very strong case for 
conversion. Questions can be posed 
using graphics or sound - something 
that is impossible with a set of dog¬ 
eared cards. Triv is not necessarily an 
improvement on the original but a 
step in a different direction, nearly 
- but not quite - as good as the 
boardgame. 

RATING: 67% 
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ARCADE ACTION PACK: 


10 Superb entertainment titles: 

ASTERIX —.. 

CHESS PLAYER 2150 . 

DRIVIN’ FORCE .. 

LIVE AND LET DIE - 

ONSLAUGHT ... 

PIPE MANIA .— 

RICK DANGEROUS .. 

ROCK ‘AT ROLL . 


£24.99 

£24.95 

£24.95 

£19.99 

£24.99 

£24.99 

£24.99 

£19.99 

£19.99 

£19.95 


SKWEEK 


TRIVIAL PURSUIT . 

B® PRODUCTIVITY: 

__ v J PHOTON PAINT 2.0 

The recommended paint package 

IP V I GFA BASIC V3.5 

4 ‘JaJ A powerful basic interpreter 

' r "‘ ' J TOTAL VALUE: £369.73 

16 NIGHTS HOLIDAY 

HOTEL ACCOMMODATION 

Every Amiga 500 and 600 from Silica comes 
supplied with a free 72 page colour brochure 
with accommodation vouchers. These entitle 2 
people to stay up to a total of 16 nights in any of 
250 hotels with accommodation FREE. All you 


£50.00 


entertainment and productivity programs. These free 
gifts will introduce you to the world of computing and 
help you to get off to a flying start with your new Amiga. 
Plus, with every Amiga from Silica we will give you 16 
nights FREE holiday hotel accommodation for you and 
your family to enjoy a break at home or abroad. 


TOTAL VALUE NEARLY £3708 


We are pleased to offer 
the original 1Mb Amiga 


500 Plus with built-in 18- 
key numeric keypad and 
Cartoon Classics pad 


be upgraded, using any of the hundreds of I award winning 

lerals that are now available including the I range of GVP hard drives ^ 

which can also provide PC emulation, further RAM 
_ expansion, processor acceleration and extra hard 

I I 1 W m Jk I _i •__— TRnm ;<-> oloo a \A/iHo ranop r»f 


COLOUR MONITOR 

1084S INC CABLE 


CALL 

FOR 

PRICES 


FREE! FROM SILICA 


1 AMIGA 600 COMPUTER WITH 

FREE! LEMMINGS 

& DELUXE PAINT III 

PLUS! FREE GIFTS 
FROM SILICA 


SEE PANEL 
TO LEFT 


500 Plus CARTOON CLASSICS 


PACK INCLUDES: 

• In AMIGA 500 PLUS.. 

£399.99 

• BUILT-IN I* DRIVE. 

FREE 

• A520 TV MODULATOR 

FREE 

• THE SIMPSONS. 

£24.99 

• CAPT PLANET & 

THE PLANETEERS. 

£25.99 

• LEMMINGS. 

£25.99 

• DELUXE PAINT II. 

£79.99 

PLUS! FREE FROM SILICA 

• PHOTON PAINT v2.0... 

£89.95 

• ARCADE ACTION 
GAMES PACK. 

£219.78 

• GFA BASIC 
INTERPRETER v3.5. 

£50.00 

TOTAL PACK VALUE: £916.68 

LESS PACK SAVING: £617.68 

SILICA PRICE: £299.00 


The new Amiga 
600 uses state-of-the-art 
surface mount technology, for 
maximum reliability and features a 
334 " floppy drive, mouse, TV modulator and 
smart card slot all as standard. The innovative 
smart card slot accepts games, ROM or RAM cards 
(from 1Mb up to 4Mb) and will take advantage of many 
future new developments. The very latest version of the 
operating system, Kickstart/Workbench v2.05 is used in 
the Amiga 600 and its enhanced chip set facilities 
include improved graphics resolution, increased genlock 
support and the facility for up to 2Mb of chip memory. The 
Amiga 600 is fully compatible with the A670 CD-ROM Drive 
and Interface which will give it access to a full range of CDTV 
titles and audio CDs.The Amiga 600 is available from Silica in 
several configurations including a special 2Mb RAM upgrade 
optional extra - see the chart below. 


r A600 + “LEMMINGS PACK” 

£299 

INC VAT - Ref: AMC 0666 


PERIPHERALS 


RRP 

£299.99 


RAM UPGRADES 


C CABLE 

r i Mb AMIGA 500 CARTOON CLASSICS 

199 

£299 

MON 4184 

MM 

L INC VAT - AMC 0592 J 


CODE 

DESCRIPTION 

RRP 

SILICA 

PRICE 

RAM 0560 

CBM 512k Board-A600 

£24.99 

£24.99 

RAM 0600 

AMITEK - OK Populated - A600 

£27.95 

£27.95 

RAM 0605 

AMITEK - 512k Populated - A600 

£37.95 

£37.95 

RAM 0610 

AMITEK - 1Mb Populated - A600 

£45.00 

£45.00 

RAM 0501 

CBM - 512k Board - A500 

£99.99 

£49.99 

RAM 0505 

AMITEK 512k Brd - No Clock - A500 

£18.95 

£18.95 

RAM 0510 

AMITEK 512k Brd-Inc Clock-A500 

£23.99~1 

£23.95 

EXTERNAL DISK DRIVES 


DRI 0555 

SLIMLINE - 3'A" 1Mb - Ivory Colour 

£79.00 

£54.95 

DRI2956 

ROCLITE - 3!4" 1Mb - Ivory Colour 

£69.95 

£64.95 

CCA 6011 

ROCLITE - 3/4" 1Mb - Black Colour 

£69.95 

£64.95 

PRIN’ 

FERS 

PRI3700 

CBM MPS 1270 Ink Jet Printer 

£149.99 

£129.00 

PRI 3230 

CBM MPS 1230 9 Pin Dot Matrix 

£169.99 

£139.00] 


ROM UPGRADE _ 

| UPG11001ICD Kickback K’bd ROM Swapper | £24.95 | £19.95 J 


WILD, WEIRD & WICKED 

The Wild, The Weird and The Wicked (WWW) is the title 
of Commodore’s new Amiga 600 games pack. Priced at 
£349, it comes complete with Amiga 600 computer and 
mouse, plus a range of high quality entertainment 
software. For pack contents, plus a list of the FREE gifts 
from Silica with every Amiga 600, see the chart below. 


EPIC ‘HARD DRIVE’ PACK 

For the more serious user, the £499 Epic Language Pack 
is based around the A600HD, the A600 with 20Mb hard 
drive. It includes challenging adventure games and 
software for the linguistically minded! Details are shown 
below along with a list of the FREE gifts you will receive 
from Silica with every Amiga 600 purchased. 


AMIGA 600 COMPUTER OPTIONS 


• iMb AMIGA 600 + MOUSE, 3’4* Disk Drive, TV Modulator, Smart Card Slot 

• 20Mb HARD DISK - Very fast, mass storage for progams and data 

• DELUXE PAINT III - Award winning graphics and animation package 

• LEMMINGS - Save the Lemmings as they drop into 100 screens of danger 

• MICR0PR0SE GRAND PRIX - Racing Simulation with all the thrills and spills of the track 

• SILLY PUTTY - The pliable arcade game of immense playability 

• PUSH OVER - A game of puzzles. Can G.l. Ant save Colin Curly s Quavers? 

• EPIC - A Sci-fi adventure. Can you guide a space fleet across the solar system? 

• ROME - Your goal is to become Emperor in this role playing adventure 

• MYTH - Can you stop the spread of evil and question the judgements of the gods? 

• TRIVIAL PURSUIT (in 3 languages) - The great trivia quiz game for the Amiga 

• WORD PROCESSOR + DICTIONARY (in 5 languages) - For creating documents 

• 1 YEAR ON-SITE WARRANTY 

PLUS! - FREE FROM SILICA (see top left hand panel) . , „ . 

• PHOTON PAINT v2 0 - An art package with numerous features and special enects 

• ARCADE ACTION PACK - Ten classic games; shoot’em ups, puzzles, strategy 

• GFA BASIC INTERPRETER v3.5 - A language for programmers of all levels 


TOTAL PACK VALUE: 

LESS PACK SAVING: 

SILICA PRICE: 


PRICE OF PACK INCLUDING UPGRADE TO 
2Mb RAM WITH BATTERY BACKED CLOCK 


ALL PRICES INCLUDE. VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


f 0Mb Hard Drive_ I 

20Mb HD ) 

STANDALONE 

WWW PACK 

EPIC PACK 

£299.99 

£299.99 

£299.99 


- 

£299.00 

£79.99 

£79.99 

- 

£25.99 

- 

- 


£34.99 

- 

• 

£25.99 

- 

• 

£25.99 

- 


_ 

£29.99 


_ 

£25.99 


_ 

£19.99 


_ 

£29.99 


_ 

/ 

✓ 

✓ 

/ 

£89.95 

£89.95 

£89.95 

£229.78 

£229.78 

£229.78 

£50.00 

£50.00 

£50.00 

£775.70 

£836.68 

£1074.68 

£476.70 

£487.68 

£575.68 

£299 

£349 

£499 

£344 

£394 

£544 J 
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SILICA SYSTEMS OFFER YOU 


• FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service. ^ 

• PRICE MATCH We normally match competitors on a “Same product - Same price basis. 

• ESTABLISHED 14 YEARS Proven track record in professional computer sales. 

• £12 MILLION TURNOVER (with 60 staff): Solid, reliable and profitable . 

• BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888. 

• SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 

• THE FULL STOCK RANGE: All of your requirements from one supplier. 

• FREE CATALOGUES: Will be mailed to you with offers + software and peripheral details. 

• PA YMENT Major credit cards, cash, cheque or monthly terms. 

Before you decide when to buy your new Amiga computer, we suggest you think very carefully about 
WHERE you buy it. Consider what it will be like a few months after buying your Amiga, when you may 
require additional peripherals or software, or help and advice with your new purchase. And will the 
company you buy from contact you with details of new products? At Silica Systems we ensure that you 
will have nothing to worry about. We have been established for almost 14 years and with our unnvaHed 
experience and expertise, yye can now claim to meet our customers’ requirements with an understanding 
which is second to none. But don’t just take our word for it. Complete and jeturn the coupon now for our 
latest FREE literature and begin to experience the “Silica Systems Service”. 


MAIL ORDER' 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI 4 4DX 

Order Lines Open: Mon-Sat 9.00am-6.00pm No Late Night Opening 


Tel: 081-309 1111^ 

Fax No: 081-308 0608 


LONDON SHOP: 

Opening Hours: 


Mon-Sat 9.30am-6.00pm 


52 Tottenham Court Road, London, W1P OBA 

No Late Night Opening 


Tel: 071-580 4000 

Fax No: 071-323 4737 


LONDON SHOP: 

Opening Hours: 


Self ridges (1st Floor), Oxford Street, London, W1A 1AB 

Mon-Fri 9.30am-7.00pm (Sat close 6.30pm) Late Night: Thursday - 8pm 


SIDCUP SHOP: 

Opening Hours: 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX 

Mon-Sat 9.00am-5.30pm Late Night: Friday - 7pm 


Tel: 081-302 8811 

Fax No: 081-309 0017 J 


To: Silica Systems, ONEAM-1192-80, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX 


PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 


)X^ 


Mr/Mrs/Miss/Ms:. Initials:. 

Company Name (if applicable): 
Address:... 


Surname: 


MAIL ORDER HOTLINE 

081-309 1111 


SILICA 

SYSTEMS 


Postcode: 


i . 

I Tel (Home): .. Tel (Work): 

I Which computer(s), if any, do you o wn?... QOF J 

.• oh 9 nno. Pioace return the coupon for the latest information. 


E&OE - Advertised prices and specifications may change - 
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continued. 


and their quest to take over the planet. Only Bart is aware of this 
cunning plan and so he takes it upon himself to save the planet and 
generally become the hero. Why he can be bothered with all this 
when he never even does his homework is not explained so it's prob¬ 
ably best if we don't ponder upon this point for too long and move 
on swiftly to the basic gameplay and all that sort of stuff. 

As Bart, the player is guided through a series of platform-strewn 
levels, with a set task to achieve on each before progress to the next 
is allowed. On the first level, for instance, Bart has to change the 
colour of any purple objects (this is exactly the type of thing which 
the Space Mutants need to take control of the planet, you see) and 
this can be achieved by covering them up, respraying them or all man¬ 
ner of other tricks which become apparent during the game. 

Although initially doing a damn good impersonation of a creaky 
old 8-bit game, subtleties are soon revealed and little touches (like 
the 'They Live'-type X-ray specs used to detect disguised aliens) make 
the game slightly more involving to play: As you can see, the graph¬ 
ics aren't exactly award-winning by any means but they do bear a 
good resemblance to all the gang and the bright, bold visuals give 
the game a 'cheery' feel. The gameplay itself is a touch linear for my 
liking, not really offering anything new or original enough to take 
people by surprise but just plodding along, content to remain fairly 
average. 

Overall the game isn't really substantial enough to warrant its orig¬ 
inal pricetag but at its new budget price The Simpsons is a worthy 
purchase if you're a fan of the cartoon family or fancy a no-frills, mild¬ 
ly-entertaining platform romp. 




iiiiiij 


unforgiving - take one bend too fast 
and it's ogling at the attractive lady 
in the swimsuit on the 'Game Over' 
screen for you, my boy. With a lit¬ 
tle care and loving, though, the car 
can be goaded around the track as 
if it were on rails. 

As you play, a limit is set on the 
position you can fall back to in the 
race and once this is broken the race 
is over. This placing is adjusted dur¬ 
ing the race according to how 
you're doing so if you zoom off 
right at the start, the chances are 
you'll be trying to avoid slipping 
down to third place before too long. 
So a tiny hint of strategy is called for 
and it is best to pace yourself early 
on with a beady eye fixed on the 
rear-view mirror. 

Although it's certainly not the 
best sprite-racer around (and its age 
is beginning to show a little now), it 
really is blummin' great fun and pro¬ 
vides quite a long-term challenge. I 
really do like this game - I always 
have done - and at this price you'd 
need to be completely off your so- 
called trolley to let this purchasing 
opportunity by and miss your 
chance of owning one of the finer 
racing games for the Amiga. 


RATING: 65% 


S MGP is the official conversion 
of the Sega coin-op of the 
same name, with a few minor 
changes. The arcade machine con¬ 
tained only one course (which is 
quite limiting) and, understandably, 
the conversion team decided to 
beef-up the computer version and 
chuck in an extra three tracks, with 
access to Monaco only granted 
when successful qualification from 
the previous tracks is achieved. 

The game is a sprite-based racer 
with fast-moving and sufficiently 
smooth-scrolling graphics streaking 
past at an impressive rate of knots. 
The car has three sensitivity options, 
so there should be a control system 
that 'feels right' for just about any 
armchair Mansell. Steering is, ini¬ 
tially, quite tricky and it soon 
becomes obvious that the only 
chance of making it to Monaco is to 
learn each course. If Super Monaco 
does have a fault it's that it's very 


RATING: 85% 
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14" COLOUR MONITOR ^-ggX 
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THE GAME 


Lotus Turbo Challenge 2 from Gremlin 
Graphics takes racing games to new 
dimensions. Pass through hazardous 
tunnels; twist along log-strewn tracks; 
speed over sand drifts. It’s an action 
packed test of your skill and speed - 
CAN YOU HANDLE IT! 

FINAL CHALLENGE EXCHANGE 

If you already own a copy of Lotus 
Turbo Challenge 2, don’t worry. You 
can return the Free copy from your 
new monitor and, for just £5, Philips 
will exchange it for “Lotus - The Final 
Challenge”. You can use this new 
software to design and create your 
very own racing circuits. 


TILT & SWIVEL 
MONITOR STATION 

£11.95 S 


f DUST 
COVER 

£4.95 

DUS 1084 


HI-TECH GRIPPA 
COPY HOLDER 

£9.95 is 


AND ATARI ST 
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THE MONITOR 


THE COMPETITION 

WIN A DAY FOR 2 AT THE 
1993 BRITISH GRAND PRIX 

Imagine grandstand seats at the most acclaimed 
event in the Formula One year - The British 
Grand Prix. Philips will fly you and a friend into 
Silverstone and there’s the chance to meet a 
famous Formula One personality at a celebrity 
reception. It’s then time to take your grandstand 
seats for the morning’s practice. A delicious 4 
course lunch follows; then it’s back to your seats 
for the Grand Prix itself. 

It’s all part of an exciting first prize package in the 
Turbo Challenge Competition. And, if you don’t 
get the chequered flag, there are 40 runner-up 
prizes of Ferrari Testarossa remote control cars. 


• 14" CGA COLOUR MONITOR 

• OFFICIAL UK PRODUCT 

• 1 YEAR ON-SITE WARRANTY 

• FREE! LOTUS TURBO 
CHALLENGE 2 SOFTWARE 

• RESOLUTION: 600x285 

• HORIZONTAL FREQ: 15.6KHz 

• .42mm DOT PITCH 

• STEREO AUDIO SPEAKERS 

• EARPHONE SOCKET 

• TTL-DIGITAL & RGB-ANALOG 
COMPUTER INPUT SIGNAL 

• CVBS VIDEO INPUT SIGNAL 

• DARK GLASS SCREEN 

• GREEN SWITCH TO 
SIMULATE MONO DISPLAY 

• AMIGA, ST, PC COMPATIBLE 

• CABLE REQUIRED 

See Accessories below 


USING A TV? 

Switch to a monitor and 

SEE WHAT YOU’RE MISSING! 

If you are currently using your Amiga or ST 
with a domestic television set, 
then you are missing out on picture quality. 

Unfortunately, because your TV is used to receiving inferior UHF 
transmissions from the airwaves, it only has a UHF socket. So, 
your computer has to downgrade its high quality digital RGB (Red, 
Green, Blue) signal to UHF to enable your TV to receive it. 
However, because your TV can only display using RGB, it has to 
convert the UHF signal back to RGB before it can put a picture on 
the screen. Of course, every time you convert from one signal to 
another, there is a loss of quality which means that the final picture 
on the TV is not as good as the original signal from your computer. 
You can overcome this with a monitor, which has an RGB socket, 
not UHF. Your computer will recognise this, and send its original 
RGB signal to the monitor which will display the image directly to 
the screen with no loss of quality. 

The Philips 8833 is the best selling colour monitor for the 
Commodore Amiga and Atari ST. Ideal for game playing, it offers 
excellent colour graphics and has stereo audio speakers for 
enhanced stereo output from the Amiga and ST-E. The 
performance and reliability of the 8833 is exceptional, which is why 
we are confident to offer 12 months ON-SITE warranty with every 
Philips 8833 monitor. Plus, every 8833 from Silica comes with 
FREE Lotus Turbo Challenge 2 software, all for only £199 inc VAT. 


I THE Nol MONITOR FOR THE AMIGA] 


CABLE - £9.95 

You will need a cable to connect the Philips 
8833 to your computer. These cables are 
normally £14.95 each but, if you buy one from 
Silica at the same time as your new monitor, 
we will give you a £5 discount so you pay 
only £9.95 inc vat. Make sure you order the 
correct cable for your computer. 

CAB 5510 - ST-E STEREO SOUND 
CAB 5508 - ST-FM MONO SOUND 
CAB 5050 - AMIGA STEREO SOUND 

SAVE £5! 


RECOMMENDED!/ 


For maximum enjoyment of Lotus 
Turbo Challenge 2, we are pleased 
to recommend the best selling Zip 
Stik Super Pro Joystick. The Zip 
Stik is probably the best joystick 
currently available and the world’s 
fastest rapid fire! At only £12.95, it 
represents superb value for money. 

• Durable steel shafted handle 

• 8 microswitches 

• Handheld/tabletop 

• 2 fire buttons 

• Triple action auto-fire 
Single shot 

Short rapid burst 
Megablast continuous fire H 

• Rubber suction cups 

• Extra long lead 

• 1 yrg’t 

=PS 


ALL PRICES INCLUDE VAT AND FREE DELIVERY IN THE UK MAINLAND 


ACCESSORIES 


All of the accessories below 
are suitable for use with the 
Philips 8833 Colour Monitor 


COMPUTER CLEANING CiQ Q£5 
AND VACUUM KIT ** 


COMPUTER 

WORK 

STATION 

£49.96 


I SIUCA SYSTEMS OFFER YOU 


• FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service. 

• PRICE MATCH We normally match competitors on a “Same product - Same price” basis. 

• ESTABLISHED 14 YEARl Proven track record in professional computer sales. 

• £12 MILLION TURNOVER (with 60jstaff): Solid, reliable and profitable. 

• BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888. 

• SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 

• THE FULL STOCK RANGE: All of your requirements from one supplier. 

• FREE CATALOGUES Will be mailed to you with offers + software and peripheral details. 

• PA YMENT Major credit cards, cash, cheque or monthly terms. 

Before you decide when to buy your new monitor, we suggest you think very carefully about WHERE 
you buy it. Consider what it will be like a few months after you have made your purchase, when you may 
require additional peripherals and software, or help and advice with your new purchase. And, will the 
company you buy from contact you with details of new products? At Silica Systems, we ensure that you 
will have nothing to worry about. We have been established for almost 14 years and, with our unrivalled 
experience and expertise, we can now claim to meet our customers’ requirements with an understanding 
which is second to none. But don’t just take our word for it. Complete and return the coupon now for our 
latest FREE literature and begin to experience the “Silica Systems Service”. 



MAIL ORDER HOTLINE 

081-309 1111 


mucA 

SYSTEMS 



MAIL ORDER: 

Order Lines Open: Mon-S 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX 

i 9.00am-6.00pm_No Late Night Opening 


Tel: 081-309 111 A 

Fax No: 081-308 0608 


LONDON SHOP: 

Opening Hours: Mon-Sat 9.30am-6.00pm 


52 Tottenham Court Road, London, W1P OBA 

No Late Night Opening 


Tel: 071-580 4000 

Fax No: 071-323 4737 


LONDON SHOP: Selfridges ( 1 st Floor), Oxford Street, London, W1A 1AB 

Opening Hours: Mon-Fri 9.30am-7.00pm (Sat close 6.30pm)Late Night: Thursday - 8pm 


Tel: 071-629 1234 

Extension: 3914 


SIDCUP SHOP: 

Opening Hours: Mon-Sat 9.00am-5.30pm 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI 4 4DX 

* Late Night: Friday - 7pm 


Tel: 081-302 8811 

Fax No: 081-309 0017 J 


ITn 


To: Silica Systems, QNEAM-1192-91, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI 4 4DX 


PLEASE SEND INFORMATION ON PHILIPS MONITORS 




I 


Mr/Mrs/Miss/Ms:. Initials:..... 

Company Name (if applicable): 
Address:.. 


Surname: 


.. Postcode: .. 

Tel (Home): . Tel (Work): 


:::::::::::: i 

| W hich computer(s), if any, do you own?.....91 A^ 


E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 















































































































OFTWARE CITY 


P.O. BOX NO.888 Wolverhampton WV11TP 

CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 



Registered Office: I.J.A. Software Limited 2nd Floor Offices Hampton Walk Queens Street Wolverhampton WV1 1TQ 



AMIGA GAMES 


AMIGA COMPILATIONS 


1st Division Manager.7.99 

Addams Family.17.99 

Advanced Fruit Machine.6.99 

Airbucks .21.50 

Air Support.(New).17.99 

Alien Breed.17.99 

Another World.17.99 

Apidya.17.99 

Arcade Fruit Machine(New).7.99 

Arnhem (C.C.S.).13.99 

Amie.(New).7.99 

Ashes of The Empire.24.99 

Badlands.(New Price).7.99 

Bane of The Cosmic Forge.25.99 

Bard's Tale.9.99 

Bard's Tale Trilogy(New).24.99 

Battlechess.9.99 

Battle Isle .21.50 

Battle Isle Data Disk.13.99 

Battle of Britain (Their finest hour).... 

.21.50 

Beast 3.(New).21.50 

Biff.(New).7.99 

Birds of Prey .24.99 

Black Crypt.17.99 

Blade Warrior.(New).7.99 

Blood Money.9.99 

Bridge Player 2150.21.50 

Bubble Bobble.7.99 

California Games .7.99 

California Games 2.17.99 

Captain Dynamo.7.99 

Carl Lewis Challenge.17.99 

Castles.21.50 

Championship Manager.17.99 

Che - Guerilla in Bolivia (C.C.S.). 

.17.99 

Chuck Yeager 2.9.99 

Chuckie Egg 1 or 2.,.9.99 

Civilisation.24.99 

C.J. In the U.S.A.7.99 

Conflict in The Middle East. 

.21.50 

Cover Girl Poker.17.99 

Crackdown.7.99 

Crazy Cars3.17.99 

Cricket Captain.17.99 

Cruise For a Corpse.19.99 

Cyberblast .(New).13.99 

D Generation .17.99 

Daley Thompsons Olympic Challenge 

.7.99 

Dark Queen of Krynn.22.99 

Death Knights Of Krynn.21.50 

Deluxe Strip Poker 2. 

(IMeg) (SPOffer).9.99 

Dick Tracy 'sAdventure (New) .21.50 

Dizzy Panic.(New).7.99 

Dizzy Prince of The Yolk folk. 

.(New).7.99 

Dojo Dan.(New).17.99 

Double Dragon 1 or 2.9.99 

Dungeon Master/ 

Chaos Strikes Back.21.50 

Dynablasters.21.50 

Eco Quest.(New).24.99 

Emlyn Hughes Int Soccer 

.(New Price).7.99 

Epic.21.50 

European Super League. 

(Sp Offer).9.99 

Exile.(Special Offer).9.99 

Exodus 3010.(New).21.50 

F15 Strike Eagle 2.(1 meg) 24.99 

F16 Combat Pilot.9.99 

F19 Stealth Fighter.21.50 

Falcon.(New Price).14.99 

Falcon Op CounterStrike (Data Disk). 

.9.99 

Final Whistle.8.99 

Fire & Ice.17.99 

Fireforce.(New).17.99 

Flight of thelntruder. 

.(NewPrice).14.99 

Floor 13.21.50 

Football Director 2 (New Price) ..9.99 
Formula 1 Grand Prix (Microprose).... 

.24.99 

Frontline (C.C.S.).,.17.99 

Fun School 2(U6 or 6-8 or 8+).7.99 

Fun School 4 (U5 or 5-7 or 7-11). 

.17.99 


Games Espana '92.21.50 

Gateway Frontier.22.99 

Gauntlet 2.7.99 

Global Effect .21.50 

Gobliins .17.99 

Gods.17.99 

Golden Axe.9.99 

Graeme Souness Soccer Manager. 

.7.99 

Graham Taylors Soccer.17.99 

Grand Prix (Microprose).24.99 

Guy Spy.21.50 

Hagar The Horrible (New).17.99 

Hand of St James . (New).21.50 

Harlequin.17.99 

Harpoon Version 1.21.24.99 

Harpoon Battleset 3 or 4.10.99 

Heimdall.24.99 

Hero Quest Data Disc.21.50 

Heros Of The Lance .7.99 

Hoi.(New).17.99 

Hook. 17.99 

Humans.(New).21.50 

Ian Bothams Cricket.21.50 

Imperium.9.99 

Indiana Jones Last Crusade.7.99 

International championship Athletics.. 

.7.99 

International Karate +.7.99 

International Sports Challenge...21.50 
Ishar Legend of The Fortress ....21.50 

Italia 1990.9.99 

Italy 1990 (Kixx).7.99 

Jack Nicklaus Golf(New Price) ...7.99 

Jack Nicklaus Unlimited Courses. 

.(1 meg ) 21.50 

Jack Nicklaus Unlimited Clip Art. 

.10.99 

Jack Nicklaus vol2 or 4 or 5.10.99 

James Pond.7.99 

Jimmy White's Whirlwind Snooker.... 

.21.50 

John Barnes' Soccer.17.99 

John Madden's Amercan Football. 

.17.99 

Jones In The Fast Lane(New) ....24.99 

Kaiser.(New).17.99 

Kick Off 2 (1 Meg). 

.(Special Offer).9.99 

Kick Off 2 Giants of Europe.7.99 

Kick Off 2 Winning Tactics.7.99 

Kick Off 2 Return To Europe.7.99 

Kick Off 2 The Final Whistle.8.99 

Kind words 3.34.99 

Kings Quest 5 .27.99 

Knightmare + Hint Book.21.50 

Knights of the Sky.24.99 

Kwik Snax. 7.99 

Legend + Hint Book.21.50 

Leisure Suit Larry 5.24.99 

Lemmings.17.99 

Lemmings Data Disc.13.99 

Links (requires Hard Disc Drive. 

.(New).24.99 

Links Firestone (HD)(New).12.99 

Liverpool .17.99 

Lombard R.A.C Rally.7.99 

Lords of Chaos (Special Offer)...9.99 

Lotus Espirit. 9S9 

Lotus Espirit Turbo Challenge 2 17.99 

Lure of the Temptress ..21.50 

M. 1. Tank Platoon.21.50 

Magic Land Dizzy.7.99 

Man United.9.99 

Man United Europe.17.99 

The Manager .21.50 

Manic Miner(New Price).7.99 

Match of The Day.17.99 

Megafortress.21.50 

Megatraveller 2.21.50 

Microprose Golf ..24.99 

Midnight Resistance.7.99 

Monkey Island 2 (Le Chucks 

Revenge).25.99 

Multi Player Soccer Manager.17.99 

Myth.17.99 

Narc. 7.99 

New Zealand Story.7.99 

Nightbreed (Arcade) . 

.(New Price).7.99 

No Greater Glory. (New).24.99 

North and South.7.99 


Nova 9.(New).24.99 

Oh No More Lemmings(Stand 

.Alone).17.99 

Omar Sharifs Bridge .24.99 

P.G. A Tour Golf .17.99 

P.G.A. courses Data Disc.10.99 

P.G.A. Golf + Courses Disc.21.50 

Pacific Islands.21.50 

Paperboy.7.99 

Paperboy 2 (Special Offer).7.99 

Parasol Stars.17.99 

Pinball Dreams.17.99 

Plan 9 Outer Space(New).24.99 

Police Quest 3.24.99 

Pool of Darkness.22.99 

Populous.9.99 

Populous / Sim City.21.50 

Populous Editor.10.99 

Populous New Worlds.5.99 

Populous 2 (1/2 or 1 meg).21.50 

Powermonger.21.50 

Powermonger Data Disc .10.99 

Pro Tennis Tour.7.99 

Pro Tennis Tour 2.17.99 

Project X.17.99 

Puzznic.7.99 

R-Type.7.99 

Railroad Tycoon.24.99 

Rainbow Islands.7.99 

Red Zone.17.99 

Rick Dangerous 2 . 

.(Specia lOffer).2.99 

Risky Woods.17.99 

Robocod .17.99 

Robocop 3 .17.99 

Rugby Coach(New Price).9.99 

Secret Of Monkey Island. 

.(1 Meg).17.99 

Secret Of Monkey Island 2. 

.(1 Meg) 25.99 

Sensible Soccer.17.99 

Seymour Goes to Hollywood.7.99 

Seymour Saves The Planet.(New)7.99 
Shoot 'Em Up Construction Kit....9.99 

Silent Service 2.24.99 

Silly Putty.(New).17.99 

Sim City / Populous.21.50 

Sim City Architecture 1.11.99 

Sim City Architecture 2.11.99 

Slightly Magic.(New).7.99 

Sly Spy.(New Price).7.99 

Soccer Pinball.7.99 

Space Crusade.17.99 

Spike In Transylvania.7.99 

St Dragon.7.99 

Stalingrad (C.C.S.).17.99 

Steel Empire.21.50 

Steg.7.99 

Steve Davis Snooker.9.99 

Striker Manager(New Price).9.99 

Stunt Car Racer .7.99 

Super Cars.7.99 

Super Cars 2.9.99 

Super Off Road Racer.9.99 

Super Tetris.21.50 

Switchblade2.9.99 

Team Suzuki. 7.99 

Teenage Turtles(Special Offer) ...5.50 

Tennis Cup 2.17.99 

Terminator 2.17.99 

Test Drive 2 (Special Offer).2.99 

Tetris.(Special Offer).9.99 

Tilt.(New).14.99 

Titus The Fox.....17.99 

Top Wrestling.(New).17.99 

Total Recall.7.99 

Tracksuit Manager.7.99 

Traders .(New).17.99 

Treasures of The Savage Empire22.99 
Treble Champions(New Price) ....3.99 

Trivial Pursuit.13.99 

Turbo Outrun.7.99 

Turrican 1 or 2.7.99 

TV Sports Football(Not + 

Compatible).9.99 

Ugh.(New).17.99 

Ultima 6.21.50 

Ultimate Golf.9.99 

Utopia & Utopia New Worlds. 

.(New).21.50 

Viking s.(New).17.99 

Vroom.17.99 


Vroom Data Disk ..(New) .12.99 

Vulcan (C.C.S.).13.99 

W.W.F Wrestling.17.99 

Warriors of Releyne (New) .21.50 

Wing Commander .(New) .24.99 

Wings Of fury.7.99 

Winning Tactics.7.99 

Winter Super Sports 1992... (New). 

.17.99 

Wizkid.17.99 

World Championship Boxing 

Manager.7.99 

World Class Leaderboard (LTD 

Edition).7.99 

World Class Rugby. 

. (Special Offer) .9.99 

World Cricket.7.99 

World Rugby.7.99 

Zool. (New) .17.99 


HINTBOOKS 


Bard's Tale 1 or 2 or 3. 

....5.00 

Eye of The Beholder. 

....7.99 

Eye of The Beholder. 

....9.99 

Kings Quest 1 or 2 or 3 or 4 or 5 .8.99 

Knightmare. 

....5.99 

Leisure Suit Larry 1 or 2 or 3 .. 

....8.99 

Loom. 

....5.00 

Might & Magic 3. 

..14.99 

Monkey Island . 

....5.99 

Monkey Island 2. 

....9.99 

Secret of The Silver Blades. 

....7.99 

Space Quest 1 or 2 or 3. 

....8.99 

Ultima 5 or 6. 

....5.99 

Ultima 7. 

....8.99 

Ultima Underworld. 

....8.99 


3.5" Double Sided, Double }••••• 0.59 
Density With Labels:- 25 ”i’2!5Q 

40 Piece 3.5 Disc Box.6.99 

80 Piece 3.5 Disc Box.7.99 

120 Piece 3.5 Disc Box......9.99 

MOUSE MAT 2.99 

AMIGA A500 DUST COVER.9.99 

AMIGA A600 DUST COVER.9.99 

AMIGA 1/2 MEG EXPANSION. 

WITH OR WITHOUT CLOCK 29.99 


ADDICTED TO FUN 

Bubble Bobble, Rainbow Islands & 
New Zealand Story. 

£13.99 (NOT A500+) 


AIR AND SEA SUPREMACY 

Silent Service, Gunship, Wings, 
Carrier Command & P47 
Thunderbolt 

£21.50 


BOARD GENIUS 

Scrabble Deluxe, Deluxe Monopoly, 
Risk & Cluedo Master Detective 

£21.50 


DIZZY COLLECTION 

Fast Food, Kwik Snax, Magicland 
Dizzy, Fantasy World Dizzy 
& Treasure Island Dizzy. 

£17.99 


DIZZY’S EXCELLENT 
ADVENTURE 

Spellbound Dizzy, Bubble Dizzy, Dizzy Prince 
of the Yolk Folk, Panic Dizzy & Kwik Snax 

£17.99 


FOOTBALL CRAZY 

Kick Off 2, World Cup, Final Whistle 
& Player Manager 

£17.99 


GRANDSTAND 

World Class Leaderboard, Pro Tennis 
Tour, Gazza's Super Soccer & 
Continental Circus 

Special Offer £12.99 


MEGA SPORTS 

Summer Games 1& 2, Winter Games, 
Games Summer Edition & California Games 

£17.99 


SOCCER COMPILATION 

Kick Off2 World Cup, Gazza 2, Microprose 
Soccer &Emlyn Hughes. Int. Soccer 

£17.99 


ORDER FORM AND INFORMATION 

All orders sent FIRST CLASS subject to availability. Just fill in the coupon and send 
it to SOFTWARE CITY,P.O. Box 888 Wolverhampton, WV1 1TP 

ORDER FORM 

NAME:..... 

ADDRESS. 

POSTCODE.TEL NO:. 


Name of Game 

Computer 

Value 

















Postage 


TOTAL 



POSTAGE RATES: Please add 50p for post & packing on all orders under £5. 

EEC countries add £1 per item.Non EEC countries add £4 Per Item 
PAYING BY CHEQUE - Cheques payable to Software City. 

Credit Card Type Expiry Date 

Card No... 

Signature..EUROPEAN ORDERS, MASTER CARDS, 

Date...EUROCARDS ACCEPTED THO 11/92 
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CREATURES Thalamus 

I aving whipped up a storm on the Commodore 64 (remember 
those?) in 1990 with a rather impressive nine months in the Top 
20, Thalamus' entry into the increasingly-turbulent platform game 
arena is at last nearing completion on the Amiga. In Clyde Radcliffe Exter¬ 
minates All The Unfriendly Earth-ridden Slime (CREATURES is an acronym, 
you see), the player IS the super-cute Clyde, whose job it is to rescue a 
race of fuzzy-wuzzy aliens who have crash-landed on a remote island on 
Earth, and now risk horrible torture and death at the hands of its nasty 
inhabitants. 

What follows is six stages of horizontally-scrolling platform fun (or so 
we're promised), interspersed by three special torture screens, each one a 

puzzle that involves the 
player setting off a Mouse¬ 
trap-style chain reaction to 
free a captured creature 
from being butchered by a 
chainsaw-weilding baddy. 
As he does so, Clyde's only 
weapon is his atrocious bad 
breath, which is so bad it 
shoots out a jet of fire (who 
writes this stuff?), but he 
can power himself up by 
collecting MPCs (Magic Potion Creatures) from around the levels and cash¬ 
ing them in at the buxom witch's end-of-level hut. 

Converted from the C64 original by ex-Psygnosis coder Wayne Smith- 
son (he of Baal and Ork fame), CREATURES is expected on Amiga next 
month. And we're promised that the sequel, subtitled Clyde Radcliffe 
In Torture Trouble and currently topping the 8-bit charts, will follow 
very shortly after, perhaps even before the end of the year. 


m 


Brrrr! It r s getting dark earlier and that traditional English chill is creeping back into the 
air. It can only be November, month of pre-Christmas excitement and the software 
houses' annual rush to get their festive biggies finished in time. So, while everyone else 
beetles round like a maniac, why not relax and take a few minutes to peruse some of 
the goodies coming your way over the next few months. No need to run and hide, it's a 
wonderful, wonderful life... 





























PREVIEWS 



NICK FALDO'S OOLF 

Grandslam 

W hile he's not out earning a fortune 
on the courses of the world or 
telling us what a really smooth 
shave you get with a disposable Bic, Nick 
Faldo must be at a bit of a loose end. So what 
better way to fill in the time between tour¬ 
naments than lending your name to a com¬ 
puter golf game? It # s not the first time he's 
done it f having attached his moniker to a 
rather tatty Spectrum golf sim nearly a decade 
ago. This second game to carry his name, 
however, looks to be a good deal more 
sophisticated - and it'll need to be, going up 
against such stiff competition as the excellent 
PGA Tour Golf, Microprose Golf and Links. 
Opting more for the straightforward 
approach of PGA rather than the depthier, 
simulation-based style adopted by Links and 
'Prose's effort, Nick Faldo's Championship 
Golf promises to be, in Grandslam's own 
words "easy to play yet difficult to master." 
We may have heard all that before, but all the 
same the list of the game's features is impres¬ 
sive to say the least. The filled vector courses 
(two in the main game, with data disks to fol¬ 
low) have been created using Arc Develop¬ 
ments' new Reality3 graphics system, which 
allows for plenty of pretty shading and undu¬ 
lation effects, and the golfers themselves are 
drawn and animated from digitised images of 
the real thing. Selectable caddies offer advice, 
and there's a separate training section based 
on Faldo's own instructional videos. A modem 
link allows for simultaneous two-player 
games, while lonely sorts can choose between 
eight computer opponents of varying ability. 

The rest is pretty much what you'd expect 
- all the usual clubs, course maps, SAVEable 
player stats, a driving range and practice 
green, seasonal weather conditions. Stroke 
and Matchplay options... the list goes on and 
on. It's looking like NFCG could be the most 
comprehensive golf game yet. Whether it'll 
prove to be the most playable is something 
you'll have to wait 'til next month to find out. 
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REACH FOR THE 
SKIES Virgin 

T he demise of Mirrorsoft last year led to 
countless games falling by the wayside 
mid-development - some got picked up by 
other software houses, others are still stranded 
in programming Hell. Rowan Software's Reach 
for the Skies is one of the lucky ones, having 
found a new home at Virgin and at long last set 
for release this Autumn. It's hardly surprising that 
the long-awaited aerial combat simulation based 
around the Battle of Britain has been in devel¬ 
opment for almost as long as anyone here can 
remember. 

The game's promising to be a historically accu¬ 
rate portrayal of the Battle of Britain and the 
campaigns leading up to it - the dates of battles 
are all correct, and the dogfighting tactics 
employed by the German fighters have been 
modelled on the real thing too. Players can go 
all-out for action as a pilot or sit back and play a 
strategic role as controller, organising an entire 
campaign including the production and distribu¬ 
tion of aircraft. Those who crave a mega chal¬ 
lenge can do both, making tactical decisions on 
the ground then flying the missions that will 
bring your plans into effect. 

Aside from the usual, Reach for the Skies has 
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Strategy Game To [ |Jj 3J 

End All Strategy If^ 

Games, and one that L A Q ^ 

should be particular- f 

ly welcomed by L, 

hard-core wargame [/■ 

purists. 

The main thrust Sl#^ Crag . "C ) : 

of the game is 
played out on the H 

split-screen hexagon 
board that all Battle 

Isle fans have come to know and love, while individual battles are 
played out in swish graphical interludes which, we're told, use the 
same advanced 3D sprite-scaling techniques used by the likes of Wing 
Commander. Air, land and sea forces (over fifty types of vehicle and 
armoured unit) are all the player's disposal, with varying terrain and 
weather conditions doing their bit to hamper each side's progress. 

The ten-man Blue Byte team has been working on Historyline for 
the last year and, we must admit, it's very sporting of the Germans 
to go to all this effort to reconstruct a war that they eventually lost. 
Perhaps the series should be taken to its logical conclusion with a 
football simulation called Historyline 1966. Now that WOULD be 
worth waiting for... 
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a couple of nice touches that should help lift it 
above the current pack of historical sims. Players 
can fly either for the British or Germans, which 
should make for two very different games (the 
British role is fighter defence, while the Germans 
must try to bomb as much English soil as possi¬ 
ble) and - an interesting one this - you can 'jump' 
from plane to plane in the heat of the action, tak¬ 
ing controls of any aircraft at any time with just 
the press of a key. Will it work? Can Rowan, who 
did such good work on Falcon and Flight of the 
Intruder, keep enough planes in the air at a fast 
enough speed to recreate the Battle of Britain real¬ 
istically? Will Shane finally discover the identity of 
his real father? All this and more... next issue. 
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^-PRICE II game price H game -PRicJg JOYSTICKS 


I 4 Wheel Drive (1 meg). 

1/2 Meg Upgrade. 

11/2 Meg Upgrade with clock.. 

13D Construction Kit. 

2 Hot To Handle. 

I Alien 3 *. 

I Arsenal FC *. 

I Ashes of Empire . 

I Award Winners. 

I Addams Family. 

I AirBus. 

I Air Duel*. 


....19.99 

....24.99 

....26.99 

....32.99 

....16.99 

....19.99 

....16.99 

....22.99 

....16.99 

....16.99 

.22.99 

.22.99 


Air Land Sea.24.99 

*Air Support.19-" 

Altered Beast.-6-99 

Assault on Alcatraz.]°.99 

AMOS .29.99 

AMOS 3D.24.99 

AMOS Compiler.. 9-99 

I Another World.19-99 

I Arkaniod 2.-6-99 

I B 17 Flying Fortress (1 meg) *.22.99 

Batman the Caped Crusader.6.99 

I Batman The Movie.Z" 

Battle Chess 2... 6.99 

Battletoads*. 19-99 

Beastbusters.9.99 

Beach Volley. 

Board Genius.J9.99 

Birds Of Pray (1 Meg).22.99 

Black Crypt (1 Meg).19.99 

Blues Brothers. 16-" 

Bonanza Bros.16.99 

4 D Boxing .•.16-99 

Bubble Bobble.6.99 

Budokan.6.99 

Cabel.-6.99 

Campaign *. 22.99 

I Castles (1 Meg) .19-99 


Global Effect (1 meg). 

Gaunlet 3. 

Ghostbusters 2. 

Ghouls And Ghosts. 

Goblins. 

Gods. 

Godfather Action. 

Godfather Adventure * (1 meg), 

Graham Gooch. 

Graham Taylor. 

Gunship 2000 *. 

Guy Spy. 

Hard Driven. 

Harpoon (IMeg). 


..19.99 

..16.99 

....6.99 

....6.99 

..16.99 

...16.99 

...19.99 

...24.99 

...19.99 

...16.99 

...22.99 

...19.99 

.6.99 

...22.99 


Harpoon Battleset 3.9-66 

Harpoon Battleset 4.-9-99 

Harpoon Scenario Editor.13-99 

Head Over Heels.-6-99 

Heart of China (1 Meg).22.99 

Heimdall (1 Meg).19-99 

Harlequin ........ 16-99 

ZZ!Z”"’l6!99 

.16.99 

.19.99 

.16.99 

.19.99 

.19.99 

.6.99 

.8.99 

.19.99 


Pools of Darkness (1 Meg) . 

Populous. 

Populous 2 (1 Meg). 

Powerdrift. 

Powermonger. 

Powermonger Data Disc 1. 

Premiere(IMeg). 

Psycho Soccer. 

R Type . 

R Type 2 . 

RBI 2 Baseball. 

Rambo3. 

Rainbow Collection. 

Rainbow Islands. 

Railroad Tycoon (1 Mg). 

Ramparts*. 

Realms (1 Meg) 


Hitchikers Guide. 

Hoi... 

Hook. 

Hunter. 

Hudson Hawk . 

Humans *... 

Ian Botham. 

IK+ . 

Immortal (1 meg). 

Indy Jones-Atlantis Action *... 

Indy Jones-Atlantis Adventure * (1 meg).24.99 

Int Sports Challenge.19-99 

Jaguar XJ220 (1 meg) .16-99 

Jack Nichlaus Extra courses.9.99 

Jack Nicklaus unlimited Golf (1 Meg)19.99 
Jack Nicklaus Clipart .9. 


Chase HQ..... | Jimmy Whites Snooker.19.99 

Capcom Collection.19-99 John Madden ....... • 

California Games.■.--6-99 John Barnes (1 meg) . ■ 

California Games 2. 6.99 Kick Off 2 . ..-.-9-99 

Cavadar.12-99 Kings Quest 5 (1 Meg)...22.99 

Cadaver Data Disc...9.99 | Knjghtmare ............. QQQ 


.21.99 

.8.99 

.19.99 

.6.99 

.19.99 

.9.99 

.19.99 

.16.99 

.6.99 

.16.99 

.19.99 

.6.99 

.13.99 

.6.99 

.22.99 

.16.99 

.19.99 

Red Baron (1 Meg) . 22.99 

Red Heat. "6 99 

Reach for the Skies *.22.99 

Red Zone.16-99 

Renegade. 6.99 

Rick Dangerous. 

Rise Of The Dragon (1 Meg). 

Risky Woods. 

Robocop... 

Robocop 3 . 

Robocod . 

Rugby World Cup. 

Rules of Engagment. 

Run The Gauntlet. 

Sensible Soccer. 

Secret of Monkey Island (1 Mg).... 

Secret of Monkey Island 2 (1 Mg). 

Shadow Lands...]9.99 

Shadow Sorceror 
Shadow Warriors. 

Silly Putty*. 

Shinobi. 

Shoot Em Up Kit.. 


26.99 

.16.99 

...6.99 

.16.99 

.16.99 

.12.99 

.16.99 

...6.99 

.16.99 

.16.99 

.24.99 


I Centurion.-6-99 

Championship Manager (IMeg).'6.99 

Chaos Engine*. 6.99 

Chuck Rock 2 *.16.99 

I Civilisation (1 Meg).22.99 

Conan The Cimmerian*.•.19-99 

Continental Circus.--6-99 

CoolCroc Twins.16-99 

I Covert Action (1 Meg).22.99 

Crazy Cars 3.16 99 

I Cricket 1 meg.-9-99 

I Curse of Azure Bonds (1 Meg).19 99 

Cyberball.6.99 

Daley Thompson Challenge.6-99 

Dark Sun : Shattered Lands*.21.99 


.19.99 

..6.99 
16.99 
..8.99 

ihu5te T :::::'.::. .«8 

Silkworm.-6-99 

Silent Service 2 (1 meg).22.99 

Sim Ant. 

Sim City + Populous. 

Simpsons. 

Ski Or Die. 

Sonic The Hedgehog. 

Space 1889(1 meg) . 

.22.99 I Space Crusade. 

.5.99 Space Gun.^. 

I ac;t Ninia 3 .Z".16.99 Special Forces (1 Meg) 

ffluadi. )** Is**™. 


K.0.2 Final Whistle.8.99 

K.0.2 Giants of Europe.7.99 

K.0.2 Return of Europe.7.99 

K.0.2 Winning Tactics. 5 -99 

Knights of the Sky (1 meg) 

Last Ninja 2 


Leather Goddess.-7.?? 

Leisure Suit Larry 5 (1 Meg).22.99 

Lemmings. 

Lemmings Construction Kit 

Lemmings Data Disk.13-99 

Legend .. 9.99 


.22.99 

.19.99 

.16.99 

.8.99 

.19.99 

.19.99 

.16.99 

.16.99 

.22.99 

.7.99 

. .. 

Strip Poker 2 + Data... 

Super Hang On. 


Deathbringer .™ ;> .. ’J'S I jjff IWeapon3 ... """mm 

Lord of the Rings...19-99 

Lure of The Temptress.19-99 


Death Knights Of Krynn (1 meg) 

I Demonsgate *. 

I Disney Animation 
I Dizzy Collection.. 

Double Dragon.... 

I Double Dragon 2. 

I Double Dragon 3 

Dragon Ninja. 

Dreadnought *. 

I Dune. 

Dynablaster. 

I Elvira 2 (1 Meg) 


..19.99 

..22.99 

...59.99 

...16.99 

.8.99 

.8.99 

...16.99 

.6.99 

...22.99 


14.99 

16.99 | Super Tetris' 
Streetfighter 2\. 
Stunt Car Racer 

Super Tetris. 

Switchblade. 

Switchblade 2 ... 
The Manager ... 
Team Yankee 


Manir Pockets.ZZZ11!Z".’!.16.99 Team Yankee 2 (1 Meg) 

Maoic Flv . ■':.'.::".::rZZ. .8.99 Teenage Mutant Turtles 2 

Mega Fortress (1 Meg)..22.99 | Terminator 2 

Mega Lo Mania.12-89 

Mega Sports.18-99 

19.99 I Mega Traveller 1 (1 Meg).19-99 

19.99 I Mega Traveller 2 (1 Meg).19-99 

..24.99 Microprose Gollf (1 Meg) .22.99 

Epic ' ^ .19-99 Microprose Soccer.-.”6.99 

Euro Football Champ.16-99 Mig 29 Super Flacrum .26.99 

Euro Soccer*.16-99 Moonstone (1 Meg).9.99 

Eye of the Beholder (1 meg).19-99 Ml Tank Platoon. 

Eye of the Beholder 2(1 Meg).21.99 Midnight Resistance.”6-99 

Might and Magic 3 . 29.99 


I Eye of the Storm *.19.99 

FI 5 Strike Eagle 2 (1 Mg).21.99 

FI 6 Combat Pilot.--7-99 

FM Fight.6.99 

Fire and Ice.-. 

First Samurai + Mega Lo Mania.19.99 

Flag*.-. 19-99 

Flight of The Intruder.14-99 

I Formula One Grand Prix (1 Meg).22.99 

I Football Director 2 (1 Meg). 16-99 

Football Crazy... 

Fun School 4 5-7.16-99 

I Fun School 4 7-11. 16-99 

Fun School 4 under 5.16-99 

|gLoc. 16-99 

Games '92-Espana.19-99 


.6.99 
.6.99 

16.99 

19.99 
..6.99 

16.99 
...6.99 
.16.99 
.19.99 
.19.99 
.19.99 
.16.99 
.16.99 

Their Finest Hour.19-99 

Their Finest Missions.-9-99 

Thunderhawk.19" 

Tip Off. 

Titus the Fox.■. 

Toki ... 

Troddlers*.. 

Turbo Challenge. 

Turbo Challenge 2 . 

Turbo Challenge 3. 

Turbo Outrun. 

Turrican. 

Turrican 2 


16.99 

,18.99 

16.99 

16.99 

..8.99 

16.99 

.16.99 

...6.99 

...6.99 

...9.99 

.19.99 

...9.99 

.19.99 


Npw Zpaiarid Storv. ... ..6.99 TV Sports Baseball*. 

Nigel Mansell Woirld Champ*.18.99 | ^Sports Basketball. 

Nightbreed - Action.--6-99 UMS 2 0 Meg). Z’.ZZ .6.99 

.-i« 

°r ionWolf .uSp!t 0 ^::::::::::::::::::::::::::::::::::::::::. 9.99 

1C,:::::::::::::::::::.-. 6.99 v^gs ..“S 

KistLs:::.::.::::::::: 583!^^ 


PGA Golf Courses .-9-99 

PGA Tour Golf.19-" 

Pinball Dreams.16.99 

Plan 9 From Outer Space.24.99 

Player Manager.12 " 


Wolfchild.1699 

World Cup Cricket 1 Meg.19-" 

World Wrestling Fed .16 " 

Wizball. . . 

Wizkid *.I®-" 


Quickjoy Jetfighter.11.99 

Fighter.5.99 

Quickjoy Turbo 2.9.99 

Quickshot 3 Turbo 

(Sega Comp).10.99 

Quickjoy Topstar.17.99 

Speedmouse.16.99 


BLANK DISKS 


Top Quality Unbranded 
Disks 


lO x 3.5" DSDD. 

.5.99 

20 x 3.5" DSDD. 

.10.99 

50x3.5" DSDD. 

.23.99 

100 x 3.5" DSDD. 

.44.99 


RECYCLED FORMAT DISKS 


10 X 3.5" DSDD 
20 X 3.5" DSDD 
50 X 3.5" DSDD 
100X3.5" DSDD 










.4.50 

.8.50 

,16.00 

.30.00 


E.A.SPECIAL OFFERS 


Leisure Suit Larry 2 
£14.99 


SPECIAL OFFER 


Colonel's Bequest 
£12.99 


SPECIAL OFFER 


KICK OFF 2 (1 meg) 
NOW ONLY £11.99 


SPECIAL OFFER 


only £9.99 Each 

Shadow of The Beast 
The Krystal 
Mercenary 3 


SPECIAL OFFER 


Cadaver 
Now Only 
£12.99 




























































































































































































































































GAMES INDEX 

A severely truncated Index intro this month, I'm afraid! So much good stuff to 

squeeze into the mag, you see, and something just had to give. At least there's 
still space enough for the usual Compo with the usual great software prize for the 
lucky reader plucked from the bag on the closing date of November 21st. And the quezzy 
is... How many games has Gremlin got in this month's Index? Write the answer down on a| 
postcard and send it Games Index Compo 7 at the usual address. Good luck! 
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PUBLISHER 
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LJU-J 

GO 

GO 





A320 AIRBUS 

THALI00 

1MB 

JAN 92 


78 

55 

m 

92 

87 

4D SPORTS DRIVING 

MINDSCAPE 

1MB 

MARCH 92 

- 

92 

78 

78 

81 

78 

THE ADDAMS FAMILY 

0CEAR 

S12R 

JUNE 92 

AUG-OCT 92 

90 

89 

87 

86 

90 

APIDYA 

PLAY BYTE 

512H 

MAY 92 

■■ 

74 

85 

84 

80 

79 

AQUA VENTURA 

PSYG00SIS 

512H 

AUG 92 

■■ 

72 

85 

77 

60 

75 

THE AQUATIC GOMES 

MILLENNIUM 

512K 

OCT 92 

■■ 

87 

83 

82 

80 

84 

A. MACLEAN'S POOL 

VIRGIN GAMES 

5120 

OCT 92 

■■ 

87 

78 

90 

90 

90 

ASHES OF EMPIRE 

MIRAGE 

1MB 

JUNE 92 

■■ 

74 

85 

84 

80 

80 

BEAST 3 

PSYGROSIS 

1MB 

SEPT 92 

-■ 

94 

81 

90 

89 

90 

BIG RUM 

STORM 

512K 

MARCH 92 

■■ 

67 

83 

67 

64 

65 

BLOCK CRYPT 

ELECTRONIC ARTS 

1MB 

MARCH 92 

-■ 

93 

88 

91 

92 

92 

BUG BOMBER 

D.M.I. 

512H 

AUG 92 

■■ 

53 

50 

81 

76 

81 

CALI. GAMES 2 

US GOLD 

1MB 

AUG 92 

-■ 

70 

74 

68 

60 

68 

CASTLE OF DR BROIR 

SIERRA 

1MB 

SEPT 92 

-- 

82 

65 

71 

78 

75 

CATCH'EM 

D.M.I. 

512N 

AUG 92 

■■ 

48 

50 

20 

40 

25 
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£5 

i 

ISSUE REVIEWED 

ISSUE TIPPED 

GH. MANAGER 

DOMARK 

1M0 

JULY 92 

" 

CIVILIZATION 

MICROPROSE 

IMG 

AUG 92 

SEPT 92 

CRAZY CARS 3 

TITVS 

512H 

A0G92 

■■ 

CRAZY SEASONS 

IDEA 

512R 

SEPT 92 

■■ 

O/GEHERATION 

MINDSCAPE 

512R 

JULY 92 

- 

DELIVERANCE 

21SI CENTURY 

512N 

MAY 92 

■■ 

NONE 

VIRGIN 

IMG 

JUNE 92 

OCT 92 

OYNABLASTER 

UBISOFT 

512H 

MARCH 92 

i 

ELVIRA 2 

ACCOLADE 

512H 

APRIL 92 

■■ 

ESPAHO: GAMES '92 

OCEAN 

1MB 

SEPT 92 

■■ 

EVRO FOOTBALL CH. 

OOMARH 

512K 

JULY 92 

■■ 

EYE O.T. BEHOLDER 2 

US GOLD 

IMG 

MAY 92 

OCT 92-?? 

FASCINATION 

DIGITAL INTEGRATION 

512K 

SEPT 92 

» 

FIRE & ICE 

RENEGADE 

512N 

MAY 92 

AUG & SEPT 92 

FIREFORCE 

I.C.E. 

512H 

OCT 92 

- 

FLOOR 13 

VIRGIN 

1MB 

JUNE 92 

■■ 

6-LOC 

VS GOLD 

512H 

JUNE 92 

■■ • 

GLOBAL EFFECT 

MILLENIUM 

1M0 

MAY 92 

■■ 

GOBLIlinS 

DREAM FACTORY 

512H 

AUG 92 

-- 

6R6H6M TAYLOR 

HRISALIS 

1MB 

JULY 92 

SEPT 92 
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80 
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76 


69 
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77 
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THE VERDICT 
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solving pizzles as they in. ti nil a serin li care Ihdr sld nog. inlorinnalily lie pozzlt 
sildliis are illopical li the paid il alsorlily. nating the gane haiely irislrallng le play. 

lespite receal ilslerlines. tr Tailor has contrived lo Mien hinsell lo sonelllap il a 
soccess stirp. endirsinp ne el the tlnest nanagenenl lanes ariiid. Mart Iron aogthlip 
else, the adheilicili. sill real-llle dale lor siacl os iiaiers. is nesl iniresslie. 
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ISHAR 
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LOTUS III 
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EMPIRE 

512K 

SEPT 02 

-- 

70 

BE 

59 

49 

55 

Alter an me huge mat mis mild grove mat leangsoii realm con erne games eim 
liaiatllim. ivo Sh msappolais. ll's a marginal iaiprooenept op me likes ol Space flee 
(poo Pave soeie ireedom) tol ool mica. Even me graphics ooo'l seen op li scratch. 


ELECTRONIC ARTS 

512K 

MARCH 02 

■" 

GO 

82 

83 

85 

84 

oppose eho oeos see ol lie Harpoon panes eill looe eaacllp ehal lo eipecl. in lad. Ills 
add-on disk Is periaps a mile lee similar lo elal has pooe lelore lor oiaop tastes, 
occarale as hell, lei slill loots me a dip's lloier. 


HOLLYIVARE 

512K 

AU692 

■■ 

09 

84 

90 

86 

90 

Free siraiphl eel il lie lloe comes ills mile pen. ll's a super-cute piallirn follp set 
oner live nassioe levels, ll's oel amaziugip soplislleaiel lei ll's eesoerlillp piapalle 
and consiaillp sorprislm. Deserves le he a lip. hip ill. 


OCEAN 

IMG 

JULY 02 

■■ 

89 

91 

82 

65 

82 

inpressive llrst slab iron a major on sollnare honse lo emoiate me Locasliln stole ol 
orapllc adventure, the Bluest prollem mill Hill's missfoo lo rescne his ehlllrei and 
rediscover his oun iineceice. is mat ll's simple loo short. 


PALACE 

512H 

JUNE 02 

■■ 

55 

70 

70 

85 

75 

o cross lelveen a sloil-'en-up aid a resurce maiaiemeot pane, on earthquake has 
ruptured me ooler mall ol pair space conpies ail horrllle hogs are gelllop in. Repel lie 
lugs aid mend lie Piles, lot no'i tel lie generator overheal, over cempleu. 


MIRAGE 

5I2H 

OCT 02 

■■ 

85 

80 

79 

82 

80 

On arcade puzzle pane lasel around omacip caveneo. the Hvnaes. although eniovahle. 
doesn't even cine clise lo steallop the tennins' croup as him il lie geore. lie pane's 
pace is loo sedate, lie lonovr lireed ail me gone lasts ollinateip repetitive. 


US GOLD 

1MR 

MAY 02 

■■ 

83 

70 

85 

80 

82 

isometric nil il aclioo ail puzzling, ooesp'i start especial!! prippliiip. ill sooo lens 
iilo a lan tlal ooei lilp himself mould latte its lot oil ill Sene inieresllip character- 
snaniog potential avallahle lor eiploraliei lee. 


STORM 

512K 

MARCH 02 

■■ 

87 

89 

88 

79 

86 

Alter lie dreadlol lip non, aipeoe coin lo lorgiveo lor ihliliip tlal storm are ill 
eaacllp me nisi rename iirvenrs ol peed driving panes. His super-sprint clone Pastes 
llise tears, as ll's preat. tie lest lap-done racer since ill load iron llrgli. 


EMPIRE 

512K 

AUG 02 

■■ 

76 

79 

81 

85 

88 

roll aid pail pour nap threem dozens ol aipmpics sign eveols. ll's all Itei nell iooght 
eel. Success Is domo lo the piager's slill rather man hen Iasi they can maiile a logsllcl. 
mating it oerv rewarding to plap. 


SILMARILS 

512K 

JULY 02 

■■ 

91 

84 

85 

90 

87 

fiiiih nech nore a orapllc aivenlire map ai ore. isiar is sore lo appeal, mails n ll's 
inneise lisialllllp note, lo Eye of lie Beholder tans (and eeerpine else uilh hall a 

Drain, lor that niter). 


CORE DESIGN 

IMB 

JUNE 92 

■■ 

80 

79 

86 

79 

85 

Lulls 2 nnip inter aid nilh Japs ln.ldanp tracts aid a round-the-world race season 
none Ihrouo in lor mi neasere. tovelp presentation, last update. II. and a course 
designer lei. oil nneld poo use ll? 


LORICIEL 

512N 

JUNE 02 

■■ 

90 

82 

86 

81 

84 

ll's me an arcale In poor oun hone, ir sonelhlig. Left to right scrolling llasl-en-ip 
action, out leri hlr romtr nest deal up iha gaiaug using its encelleni meapus. 
Garish/ceinurlul graphics and iienip il masting. 


KRISALIS 

IMG 

MAY 92 

— 

77 

80 

80 

76 

80 

Eicellenl. though smug slower mao Hid ill 2. Join Barnes is slill 3D% poicier man 
llai. dll Europe, ill sullicieotlp similar le me lirsl gain lor tans not li leel all al sea. 
tmo piaper mode Is especiallp salislpiip. 


MILLENIUM 

512N 

MARCH 92 

” 

63 

70 

64 

68 

65 

Follewiip up me surprise success il lolicod will auller side on arcade adoeiiure 
wasn't lie lest neve Hlllieiiuu could lave wale, especiallp since Ills particular eeanpie 
il lie genre is rulllsl. tills dag let woi'l last loop. Blaine. 

o 

> 

<[ 

MINDSCAPE 

512H 

JUNE 92 

— 

70 

85 

84 

80 

79 

ll nap slill he me same old lillsbil slirpllne. HI al least tegeil does ahseimeip 
everpihipg will a degree ol Hair. Bid inters iron evil nensiers using pour bps slill. 
mcr graphics and reireshiigiv lime lidding arnuii li coniai. 

SIERRA 

IMG 

MARCH 92 

■■ 

78 

42 

68 

88 

50 

He map le a lump fella 01 me PC will Ills ol hard mennrp. hul on me flmipa le's nore il 
a larce. sierra's 'adult' adveolures il lounge lizard Larry nap le dap. lot until tup 
sort llilr dish-access, the loke's in men. 

m 

GRANDSLAM 

1MB 

AUG 92 

— 

60 

70 

70 

65 

74 

Liverpool Inlllallp seens lo oiler list alool evening lie loom lai could eier want. 
However, apart iron a nilig sirller-lsh 30 view, ll's all eerp disappointing, passing is 
diiiicuii and me pane mien ends np leeiinp me Pintail 01 a Ionian pilch. 

— 

GREMLIN 

512H 

OCT 92 

■■ 

88 

18 

80 

88 

86 

tiling all me lest ills iron toms i and 2. inns 3 is me sow ni its parts - inning nire. 
netting less, niliiiih me lest tiles gel. Hire's an Intense (and periaps iievllalle) 
seise ol dela vo which even iho clever irad designer included can'l dispell. 

ST 

o 

VIRGIN GAMES 

1MR 

JULY 92 

OCT 92 

89 

86 

88 

88 

90 

lerg good. British-made advenlure. set in a nedleial world, no lens ir mil: entirely 
mi driuei. incorporates hyped (and palm nod) Virtual theatre, where characters 'go 
aim their own Dismiss' regardless ol pour actions. Bo. ream. 


VS GOLD 

512K 

MARCH 92 

■■ 

85 

62 

75 

72 

75 

veu've seen nie mill inanaieneil gaue and gov've seen men all. riphl? well. ges. Via 
have. Bolter presentation let m dance lo acioailp conirol the plover n me pitch, ll ^ 
needs a real lan ol me genre lo livesl lo lust another version ul a lea-pear old 
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84 
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88 
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80 
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90 
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88 

90 
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62 

55 

64 

58 
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85 

82 

83 

79 

83 

SYSTEM 3 
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■■ 

84 

92 

82 
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512K 
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■■ 

82 

88 

86 

84 

85 

psychosis 
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■■ ■ 

82 

85 

89 

80 

87 

ELECTRONIC ARTS 
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86 
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88 
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81 
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IHE UERDICT 


game. 

The olllcial licence ol me Heel's classic leoig shew. ittOTD greets le he ao entertaining 
alien simpllsllc leiig management sin. the leceil iresealalitn and easg-to-use central 
interlace nahe this a gild leirtddcliii to the geore. 

sonewiere ioside fflegatraicller 2 there's a rich, dleerse and enclting etieerse ol 
aloeniere mailing te he discoeerel. leweeer. anv attempts 10 lied ll are crlpitel he 
oohelleoahlv ireguent dish accessing add slip-shad game design, n tragedy. 

mere ol ltd same, tnlv miles heller, this lime the graphics haoe heen imgrneed ten inid 
and lie humour is simglg encellent. Daeid Ipcherch oirloallg hlew a gasket seer its 
sllllloiness. 

the game which was such a hit on 8-hit lor me rinierhased company finally comes li the 
Amiga. Encellent graphics and some smart gamepiay pots this well ahove lie run el the 
mill hach-n' slash arcade alvenlures. 

foots ahsoloiely levneriy on the each ol me hen. hoi the sal thing is that me acleal 30 
daring the game moves mile taster than the packaging screenshnts. o great pily because 
ll loons tile there's a decent game in there somewhere. 

Mother sheol-'em-np iron lie rsygiasls stable, or siaald lhal he ladori? nice serening 
backgrounds, average graphics, similar stood dlecls and eolhlag aem anywhere in sight. 
Very competent, hot eery imaginative. 

this sequel to the well loved team vanhee was loved my lost ahool everyooe hut os. they 
apgiaaded the game's undeniable depth and strategic merit, while we hitched abonl its 
hloctty graphics and inrlng money management asiecl. Horses lor courses etc. 

Bah and Bob may well he bacl. hoi they're eel back with guile the sane style llal they had 
la Rainbow islands, in a laaiaslically cuinnrlnl piallirm ronp. onr heroes nnsl irollg 
their wav to success. Smart graphics hoi ill oalle as good as the logger Rainbow. 

Even ihough we tlnd il rather hard la see the point n iiphall simulators, we have lo say 
lhal this is a more eniayalle experience than most, this is parity dowi lo me two-screen 
tables and also their variety trim rocket-launches Id creepy graveyards. Oner. 

the turn was hilariously lad. so the game is gning la he... It's a hit ol a loreione 
conclosion lhal nan 9 is hardly lie best adventure in Ike world, too lew locations and loo 
linear a plot make this a dawnrlikl trudge. 

h net oaerip-complicated plallorner tilled not ol the league ol also-rans hg some superbly 
drawn and animated graphics aid inaginaliae eid-ol-level meanles. lo classic, hi any 
meais. lei a more than worthy purchase me-lhe-less. 

Mile simply, the best sknel 'em up li appear ei lie Amiga in ages, wage war against 
mechanold insects with an awesome arseial ol inaenllce weapins. super smooth 
scrolling, highly polished llgh-aciane action. Encellent. 

Set across eight solar systems and lorn Hands, this weird tale ol space blasting did 
lillle in impress us. Race down the 3D corridirs. spinning around lu Deep lo lie sale parts 
ol the 'Ilnur 1 , lav graphics, but very short lived. 

Knock down the dominoes in the rigll order lo progress to lie neul level. Riesn't sound 
tile much il a game dies ll? well, il is. And a good one al lhal. rieolv ol special dimino 
prngerlies lo learn and use and some cute graphics loo. worth a look. 

One ol the most original and - wizkld aside - tunny games lo have appeared in a long, ling 
lime. Polly is a plallorm game starring an amazingly lleullle hero. With its beautllul 
graphics, amazing sampled sound and superb playability. Pitti is a trial all-mod. 

h surprisingly playable conversion ol a most eiioyahie coin-op. Although ll doesn'l ream 
oiler much that Hard oriuin' didn't. It's a thoroughly warlhwhlie purchase, 'cos al lie 
aery least. It's slightly lasier. 

I sort ol a FtGP lor me me enthusiast. Red Zone sacrifices massioe atleillun iu detail lor 
speed and is argually the more immediately enliyalle ol the two games lor il. ll no 
hunger lir high-speed thrills ihei this is the game lor yoo. 

gel exactly the most graphically-polished game in lie world, lal a good old hlchlig nlloch 
none the less. It's an impressive comeiach lor those Spanish coders lynamlc and ll's also 
a lot less irnsiralingig union man their games used lo be. 

Actually heller man Rich oil 2? ves. Hard lo believe, hut true, the boys al Sensible have 
irlamphed la Drill a game so playable, ll's almost impossible lo imagine. Rush down la me 
shops and buy a copy immediately. 

Dow Ills is what role playing games should he me. the lirsl doling ol me encellent 

PHtmn|iii sisImi 18 a Inn simss as I 
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lo Imlii praiswarlhu slims with atmospheric olsoals and some ml sum. 

loom lor detail? vto'oo cone lo me right place moo. 'cos Sholllo has ll ho me bochet- 
load. For most ol os it's me closest we'll ooor gel lo pllotioi me real llioi aim n it's as 
dueling os me sim manes n mol's lost os well, tool stun ■ hot you'ue got to wort ai ll. 

The segnel lo me rather popeiar loro loesl. this game oilers me piaper an nieresling wia | 
ol siraiegg and laomcirlc-tiewel masting, oimoogh me arcade action is slighllg hampered 
to lering siraieii roles, mo spaceg light scenes mate il worthwhile. 

Hardlg me most irain-lenllng game lo me world, ills Thenderhelt-slule lace-on master 
requires os intelligence lei. lor a short line, neuters a high percentage ol thrills, snoot 
steel anl steel some more, tlolli-screlling and some otag 3D lie. 

d ralter unlorlonalo halite in lie cotlltnal war between sierra's mammoth memory- 
intensive odtenltres atl me Amiga's caiacllg. tone loo snarl graphics and wontg sound 
do inm till mis lacklustre aiiair. 

Dismal siraiegg game lor "inrlsls". Based ot me loieresliti principal ol llscocerleg and 
deeeloping new worlds, spells el Dior is simple lar loo unirlcndlg and poorip presetted 
(lust check the graphics marh). 

tareie comgeienl sheot-'em-up wilt lie neoel lealure ol lercing me piaver lo cempieie each 
level iwice. lirsl Iron mil lo right, men Iren right lo left, wilt a lillerenl end ol loom 
guardioe at each end. Hmm. 

lots aed lots ol legit in a game ileal lor siraiegg Dulls. It's little, toweoer. mat some will | 
te disappointed mat alter all the bee-hat of creating an armg ol eicelletl lighting rotols. 

It's nol inch inn li adding make item lint. 

orate and largely suectsslol attempt al doing something new wilt me soccer genre, tlech 
me sane as me olhers. btl wilt at lileresiiti 3D elewpeinl. Slightly lei down by imieriecl | 
centrels. 

t rather good simulation ol ski-related antics, hot carrying all me had things atom stiing 
will ll. ool enough taridi between eeenls. a hll tiring and. on me whole, o lit ol a lei 
dawn. SHame. 

nowhere near as good or as adllcllte as me original, seper tetris was doomed lo. II eel 
mil. men al least disuptinl. much me same game hot lariel up will net-destroying 
bombs and prettg graphics. 

d diola-basel beat-'em-up. Olmmm. how refreshing. It he lair this oie's not lal hot It's itl I 
trlllianl. either. Here's a miner arcade aduetlure elenenl le glee me Illusion ol depth hoi [ 
essentially this is ingstlcK-mangling material. 

0 lar cry iron the wretched little animals mat make mat awlnl yowling sound when they're | 
doing enmenilonaoie things hi dustbins. lilts the Foe is a celt and eacelleilly presented 
lelltw li a Harieonm-com-Dlies trotters slde-on romp, toll oi the segtel. 

Wheel doubt me best slab gel al a tree lemmligs-heaier. irtldlers is a game ler one or 
two players wilt me simile aim n guiding me mile geezers ol me mm arouid a hazardous | 
landscape lo the etll tv helming hlocts. treat lee. irtldlers is highly recommendcl. 

lather splendid arcade style laseball game, loads heller man lomart's similar in. tsnal 
etcelleil IP Sports ireseniallon. slacks il slats aid mechis accessililiiy. til Ibis Irom lie I 
people who Drought yen ll came From lie Desert 

Absolutely enormous role playiig aeoeniere ii lie loaf ol lord triilsh. Plenty ol disk- 
swapping and rollish Old iDorlde "English" are bul minor annoyances men weighed 
ogams! me steer size and excellent el me pachage. 

tiler the rigorous detail el Formola one or mis ralher super romp is something ol a relief, 
lots ol speed and etcelleol computer drivers. Polygon graphics and pienig ol courses, 
tuerhead maps anl all me usual business, tel hey. is il quichl 

llhe mite it in itliig Mia and me Chocolate Factory. video til losl mints atoel ID all 
me lime, me resell Is a crazy sile-on scrolling sltol-ool through Men. Fantasy. Horror | 
ai tangster scenes, seme illy controls hul competenl eeleriainmenl. 

mil anyone ever write a game alool me litlngs mat depicts mem as me wenching, beer- 
swilling boys oi lie town ihol they really were? This is a siraiegg allair wilt lew lead- 
sunning or lager-drinking ioierlodes. tool, solid stall ihongh some may lied ll lull. 

Dh dear, lovely graphics, bloody laugholie fist access, ll yen've got a hard iriee men 
dlllly's met angsl aloenture menloing his pel irtg tern, har bar. may soil no. voo may 
oe interested lo hnow ihal ll comes on twelve lists, swapping irollcs obey! 

loot tel Stele! ves. Zeet's many here aed he's teeo werih me wail, it's a higiiy-p 
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It's coming! In its secret research labs Comi 
on a new home computer which, it is claime< 
21st Century and beyond! Rumours aboup 
specifications; of high-speed 68030 prog® 
shattering CD sound. What's truth and^iat; 

when Comir e r< 


ext month 


• - SWAM 

You wouldn't believe the reviews 
willing), but this little 
THE CHAOS ENGINE - The Bitvftfjgi 
INDY IV - Can Luc 
K.G.B. - Virgin's newy ihfjS 
GUNSHIP 2000 - WefH^ 
RAMPART - Domark's.lpiig^Mpi 


(God and deadlines 
l|||fur appetite... 
mt will it be their greatest? 
Opkey island 2? 
twill it rate over ninety? 
rose's chopper (sim)! 

>n finally peeks over the wall 

king good? 


>y to call it quits at that but 
there'll be a wealth of tips. 


Most normal Amiga m 
not us! In addition to 
news, interviews, previi 


•' • - 


ovember 21st 
ie call seriously 


,1 « -VV £ •, . A \ 

WARN! 






















Civot Radcliff Exterminatb Au The Unfriendly. Repulsive Earth-ridden Slime 
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FLIMBO'S QUEST © SYSTEM THREE SOFTWARE LTD. ALL RIGHTS RESERVED. SUPER MONACO G.P © 1990, 1991 SEGA. ALL RIGHTS RESERVED. 3D POOL 
AARDVAARK SOFTWARE® PUBLISHED BY FIREBIRD SOFTWARE. ALL RIGHTS RESERVED. SWIV © 1991 THE SALES CURVE LTD. ALL RIGHTS RESERVED. 
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